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The future of electronic entertainment 


here was a lot of talk of transition at both GDCE and the 
T inaugural Edinburgh International Games Festival. 
Development studios and publishers are already turning their 
thoughts to the next round of hardware and the inevitable 
upheaval it will bring with it, without any firm date for the ' 
introduction of PlayStations or the successors to Xbox and 
GameCube. But even before the new platforms arrive, this 
industry seems to find itself undergoing a period of 
turbulence. ft seems like there's a new developer going to the 





wall every month, and Nintendo's bedraggled stand at ECTS 
was a worrying image of an industry veteran still playing by old 
rules and struggling to keep up. 

Nintendo isn't alone. Tha most obvious recent high profile 
casualty of the videogame industry's disregard for reputation 
was the company's erstwhile console compatitor, Sega. Since 
the demise of the Dreamcast, Sega has been rather modestly 
preoccupied with adapting to its new multiformat reality. It has 
managed to produce moments of indisputable creative 
brilliance such as Rez and Super Monkey Ball, without ever 
really delivering the commercial blockbusters that every 
publisher needs for financial sustenance. 

As Edge revisits the company, it finds an organisation 
attempting to redefine again, endeavouring to maintain the 
quality that's made it the hardcore choice, but reaching out to 
the massmarket gamers that companies like Electronic Arts 
apparently so effortlessly attract. But before the next wave of 
hardware is introduced, surely the industry actually needs to 
work out exactly how much anyone knows about reaching 
out to tha massmarket anyway. Therefore in this issue, 

Edge looks at Erotic Photo Hunt in the interests of the 
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common good. And rather enjoys itself, T. 
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London Games Week needs to learn from Experience 


Sony’s consumer event adds impetus to ECTS and GDCE, but the leading UK 
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meanwhile, launched its mobile gaming 
competition, but its live! Arcade 
probably went unnoticed by the 
majority of showgoers. 

One new addition was Games Market. 
Backed by TIGA, this consisted of special 
meeting rooms set up to allow 
independent developers to meet with 
publishers at the show for a fraction of the 
usual cost of exhibiting. Reports did reach 
Edge's ears that the organisation of 
Games Market needs 16 be improved next 
year for it to fully justify its inclusion, but it 
was a welcome addition given the 
continual run of bad news for independent 
developers in recent months. 

Another novelty was the return of 
several big name publishers who have 
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shunned ECTS in recent years — though 
this was largely because their presence 
was obliged if they wanted to avail of the 
PlayStation Experience next door. 
Electronic Arts returned after a six-year 
absence, for example, showing off a range 
of sports titles and Soul Calibur Il. 
Vivendi's stand, meanwhile, was 
predictably dominated by queues for the 
Half-Life 2 cinema booth, in spite of the 
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he decision to agglomerate ECTS, 

GDCE (see p10) and The PlayStation 
Week banner was vindicated by healthy 
attendances at all three events, which 
took place at the end of August at 
London's Earis Court. While the collective 
branding revived ECTS, it didn't really 
answer many questions about the long- 
term future of the trade show; although 
the big names were back, it was still a 
smaller-scale event than it was during its 
heyday - apparently occupying even less 
the real focus has clearly shifted towards 
last year, was an unquestionable success, 
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to provide glamour 


of Sony's gaming brand. 

As with last year's ECTS, the smaller 
size of the trade show element allowed an 
opportunity for the voices of more minor 
companies to be heard. Once again there 
was a sizeable contingent of companies 
offering disc repair services or in-store 
storage solutions, and independent 
retailers sat alongside academic 
institutions on the show floor. The Korean 
delegation provided the originality and 
quirkiness with which it has staked its 
ECTS reputation in recent years 
demonstrating a motion sensor table 
tennis game for example, and, in the 
absence of Erotica [sland and Hooligans, it 
was up to Postal publisher Whiptail 
Interactive to provide the shock and awe 
with its band of second-tier glamour 
models and musclemen. 

Also as with last year's show, mobile 
gaming remained on the periphery of most 
attendees’ interest, in spite of the efforts 
to attain recognition over the past five 
years, and in spite of the presence of both 
Nokia and Vodafone. The N-Gage 
continues to provoke the ire of dedicated 
gamers, and the company's stand did little 
to alter this (though it's worth pointing out 
that it has yet to really court public opinion 
in advance of its launch). Vodafone, 
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ipertorming a Dit of karaoke) and human 
beatbox, Kila Kela, 


If there was one obvious loser in all this, 


it was Nintendo. Sony's involvement 
required that Nintendo's own exhibition 
outside the entrance to Earis Court, be 
open to trade visitors only, and not the 
members of the public that the company sc 
desperately needs to convince. Advance 
Wars 2, Mario Kart Double Dash!! and the 
ee version of The Legend of Zelda 
Four Swords are all undeniably Bursting wit 
quality, but they were largely ignored. event 
like London Games Week aren't about the 
quality of software, but the sophistication ol 
branding and marketing - a fact clearly 
understood by Sony. The sight of a rain 
bedraggied, half-empty, palm-trea adorned 
Nintendo Lorry was a pretty miserable one 
but depressingly indicative of tha company” 
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Budget range, Play It, relied on the tried and tested formula of fast cars and latex-clad girls to impress attendees, while Korean developers 
relied, as ever, on quirky arcade peripherals. Sony simply fell back on its strength in depth and characteristically sophisticated branding 


fact that it was merely showing off the E3 over the course of its Tour days, toting up 
demo = uniike Konami, which unveiled a ticket sales of over 35,000. Such was the 
piayful new trailer for Metal Gear Sosd 3 demand that opportunistic youngsters 
Snake Eater as well as featuring a playable could be seen hanging round bins trying to 
version of Karaoke Revolution. But though procure discarded entry passes. 


companies such as Midway, THO and Atari The decision to divide this year's event 
all boasted a substantial presence, the thematically served to reinforce last years 
major winner appeared to be Ubisoft, message that this is a platform that has 
judging by its near clean-sweep at the every type of gamer covered, a point 
ECTS Awards on the second day, underpinned by the number of families in 
attendance, A dedicated kids’ section 
featured gamepods surrounded by Ball- 


"Such was the demand that opportunistic occ, wh adt areas came compet 
youngsters could be seen hanging round bins “Syncs. 
trying to procure discarded entry pases” COME. asks end dance 


area sat next to the Eve Toy area and 
included a soundproof booth for ae 
The real reason for this pronounced own Karaoke tite, Sing, Over at the survival 
publisher presence was the PlayStation horror area, both Ghosthunter and she 
Experience, used by Sony to unveil its new impressed, while Sou! Calibur i! drew 
‘Fun Anyone?’ brand message. After early approving gasps from attendees by the 
queues snaked around the entrance to Deal em ups. 
Faris Court, the event went on to sell out The Experience was far from just about 
the games though. There was also a wide 
variety of entertainment, freebies and 
merchandise to 57 
associations. The 'Official PlayStation2 
Magazine’ lournament 
EKEN انا‎ joined Dy a Cinema area Snow Ing 
the likes of ‘Ocean's Eleven’ and ‘Monsters 
inc. , while a merchandise booth sold 
sweatbands, t-shirts, bags and stickers 
designed to adorn the PlayStationz. On the 
main stage, gaming celebrities like Hideo 
ojima were joinad by mainstream 





The entrance queue for The PlayStation Experience and the ECTS bar proved the most 
popular parts of London Games Week, Expect a full report from the latter next issue celebrities like Sinead from Fame له‎ 
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ECTS Awards 


Wf the annual ECTS awards 
Were announced on the second day of the 
trade show, hosted by BEC technology 
reporter, Kate Hussell 
Voted for by vis to the ECTS website 
Best Console of the Year: 
Xbox (Sony) 
Best Publisher of the Year: 
Nintendo 
Best PC Hardware of the Year 
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Overall Best Game of the 7 
A (Ubisoft) 

PC Game of the 7 

Far Cry (Ubisoft) 

Console Game of the Show: 

7010 (Libisoft) 

Handheld Game of the Show: 
Advance Wars 2: Black Hole Risin 
(Mintendo) 


Online Game of the Show: 


The London Games Week Award: 


(Vivendi ١٧١١۴ ال‎ 
Sponsored Awards: 


The Edge Award: 

Viewtiful Joe (Capcam) 

'PC Gamer' Best PC Games 

Developer Award: 

The Creative Assembly 

'PC Format' Best New Games Kit Award 
Shut Small Form Factor PCs 

The "Loaded Award: 

GTA: Vice City (Rockstar Games} 

‘The Times" Award: 


Eye Toy: Play (Sony) 


LT 


Bigben's Dance: UK was prominent at 
ECTS, though over at the Experience, 
Sony's Sing was more prominent. Edge 
managed to hold itself back in a bid not 
to embarrass the queuing youngsters 
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Leipzig Games Convention are beginning 
to OOR 5 ngly attractive to 
European publishers 

Most worrying was tne refusal to 
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deogame industry continue to find 
hemselves in a precarious financial positio 


axacerbated by the tendency towards 
generic product and densely packed 
schedules. Neither ECTS nor GDC 
really addressed tne sign ificant structura 
nadequacies stemming from the way that 
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the cottaae-industry practices of a business 


shaped by bedroom coders have adapted 
to the financial realities of global 
entertainment. The future of London 
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relative paucity of evening entertainment 
was as much an indication of waning 
nterest as any, and with London's 


increasingly decrepit public transport 


system, allernative events, like the YOUU 





Edge wins GDCE’s ‘Are You Game?’ panel 


And in less important news, the rest of the conference was 
dominated by discussion of the next hardware transition 








The Penn vs Molyneux deathmatch was 
another of the conference high points 


concrete solutions. While thera seems to be 
ncreasin û unanimity that a pronounced 


preproduction phase is essential, TOf 


example (as recommended by Mark Carn 


juring last year's keynote), there werer 
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resance on a contract-Dased workforce 


Criterion's David Lau-Kee and Argonaut 5 
Jez San raised the logistical cifficulties 
posed Dy scal ng up aeverioprnent lor ٧٧ 
harchware, and the need ta create toolsets 
to facilitate this. 

he panel was followed by a keynote 
speech from Naughty Dog's Jason Rubin, 
which will have been familiar to anyone whc 
attended GDC earlier in the year, The main 
thrust of Rubin's talk was that graphics 
have, up till now, been a significant driver in 
the sales of videogame software thanks t 

the exponential increases in graphica 
quality brought about by new hardware. Bu 
with these increases leveling out 
developers intending to create DIOCKDUSTI 


to Rubin, either 
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have to innovate or attach (to a film licence 
or example). It was an interesting talk 
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next couple of days, but topics varied 
enormously, ranging from Sports 


Interactive's Miles Jacobson discussing 


lachnology Group. the first day of GDCE, 


too, incorporated tutonal 


Aside from tutorials by the likes of 
Vidia, Intel, and the Xbox Advanced 
Y 
Tuesday August 26, was dominated by t 
Mobile Day. This, 


sessions, aimed at getting developers up to 


speed with sponsor Nokia's Series 60 
handsets. But the real substance was a 
senes of lectures and discussions that 
covered various aspects of developing 


games for mobile handsets, which took 


place in a room resplendently decked out in 


Nokia branding (featuring such snappy 


compelling slogans as, “Over 10 million 


Series 60 devices on the market by the end 
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A Iso inckided under the London Games 
LA ol mamme اخ‎ 
: ۷ اې الا لا مت‎ this fear تا‎ Game 


Developers Conference Europe (GDCB was 
unsurprisingly preoccupied with the 
imminent transmon to new hardware 
platforms. Though the likes of PlayStationa 
and Xbox2 are still some way off, a lot of 
independent developers are finding it 
difficult to siia after the last hardware 

transition, and this year's conference 
provided a useful opportunity to get to grips 
with the technical and logistical difficulties 
that they'll face in the future. The conference 
was also characterised by young faces, due 
to the inclusion of the IGDA Academic 


summit for the second year running, and 
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"The ‘Developer Deathmatch’ saw Gary Penn 
savage Peter Molyneux for failing to include any 
‘entertaining formal challenges’ in his games” 


Edge isn't biased or anything, but GDCE's undoubted highlight was watching Edge assert the superiority of its gaming trivia knowledge in 
the face of competition from industry heavyweights. Nothing to do with the fact that the questions were drawn from the pages of the mag 
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Some of the well-known faces put to shame by Edge's superior knowledge included 
(clockwise from top left): Lionhead's Peter Molyneux, Vis Interactive's Chris van der Kuyl, 
Jeremy Longley of Lost Toys, and Gary Penn of Denki (whose score came the closest) 


from miscommunication between publishers 


and developers, through the problem of 
upfront design, milestone payments and 


royaity-based fun ding, to the fundamental 


failure of developers to truly understand their 


audience, Blackley was alone in highlighting 
these deep lying problems. As for solutions, 
these will need to be found by every 
component af the v E supply ch 
oll, if there was an understated air of 
doom and GiOom, was dispelled Dy the 
ast couple of sessions. First, there was the 
‘Developer Deathmatch’ between Denki's 
Gary Penn and Lionhead's Peter Molyneux, 
which saw no holds barred as Penn 
savaged Molyneux for failing to include any 
‘entertaining formal challenges’ in his 
games. Next, there was the “Are you 
game?’ pub quiz, which saw a panel of 
ndustry luminanes including both Penn and 
Molyneux, as well as Richard Longley, 
Searnus Blackley, Martin de Ronde, Julien 
Merceron, Chns van der Kuyi and indeed, 
Edge itself, vying to prove their superior 
knowledge of videogaming trivia under the 
watchful eye of Future Publishing's Mike 
Goldsmith. Obviously Edge won (assisted 
by the fact that almost an entire section was 
ased on the pages of the magazine itself). 
aa although there was one plucky 
audience member who managed to eclipse 
Edges score, and walk off with Edge's 
Eyê loy onze, it later emerged Nick 
Ferguson had colluded with up ta two 


other audience members. 





marketing (revealing the interesting fact that 
retailers frequently insist bcos take out 


additonal in-store marketing as well as 


paying to have their games stocked at all) to 


Microsoft's Laura Fryer who argued in her 
talk ("It's only a game?) that the industry 
needs to stop denigrating its medium. 

But once again, it was left to Seamus 
Blackley to point out some unpalatable 
truths. Indeed the maior failing of the 
conference was thal it did little to 
encompass the difficulties that are currently 
blighting independent development — 
particularly in the UK. In the weeks 
surrounding the c 


nference several further 
development studios were closed down, 
vith both Attention to Detail and Asylum 


1717 


ntertainment finding themselves in trouble. 
But the only talk that really touched upon 
the structural inadequacies behind this 
recent wave of closures, was Blackley's 


Business as usual’. Covering everything 





Seamus Blackley was once again the 
most ebullient speaker, on balance 
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Videogame industry the winner at inaugural Festival 


Edge barely manages to refrain from heckling comedians and having its mind 
read by mentalists to report from the first Edinburgh International Games Festival 
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Ray Maguire wasn't eligible for the, 
Excellence Award, since it was released 
after the judging process commenced, but 
won over the audience of 'Go Play Games’, 
the public element of the festival, which 
proved a sell-out success over its two 
weeks. The event offered members of the 
public the opportunity to get their hands on 
some classic videogame titles across all 
formats, as well as tha first real public 
unveiling of Nokia's N-Gage 

The real meat of the festival though, was 
the one-day industry conference which toak 
place at the Edinburgh International 
Centre on Monday, August 18. 
The success of the event was clear from the 


Conference 


size and wide-ranging nature of the 
audience, as well as the quality of the 
debate that it stimulated, suggesting that 


intendo's Metroid Prime and SCEE's 

Í EyeToy each walked away with 
accolades at this year's inaugural Edinburgh 
International Games Festival (ENGR. At a 
special awards party held to conclude the 
event, which ran from August 11-18, 
Metroid Prime scooped the Edinburgh 
Intemational Games Award for Excellence 
and Innovation — in association with Edge, 
while EyeToy was the recipient of the 

Games Players Game Award 2003, 

sponsored by nVidia and voted for by 
attendees. Another winner at the event was 
Konami, whose Pro Evolution Senes was 
voted the best football videogame ever by a 
braying, partisan industry crowd at the 
conference itself. 

The Award for Excellence and 
Innovation was presented to Nintendo's 


"EAS star-studded video promoting its next 
Bond title featured a willing cast of A-list 
celebrities who will be lending their talents" 


this year's conference is just the start of a 
fruitful association with the festival, And 
though Tyidesiey might have appeared a 
rather strange choice as host, he proved 
excellent value for money. 

The day's events kicked off with a brief 
introduction, and reaffirmation of the cultural 
contribution of the videogame industry, by 
this year's Festival Chair, Tom Stone of 
Lego Interactive. The day's first panel 
session then followed, featunng a 
breakdown of the current state of the 
videogame market by Nick Parker, who also 
pointed to the evolution of marketing by 
airing a fascinating array of TV adverts, 
including one never-before-aired, stomach- 
churning example from Sony. Other 
highlights of this panel included Ray 
Maguire's stated determination to grow 
Sony's audience by appealing to the two 
thirds of the population that doesn't 
currently play games, and David Gosen's 

assertion that disposable leisure time is 
becoming as important as disposable 
income in determining the ens habits 
of the current generation of gamer 

The afternoon sessions kicked of with a 
characteristically engaging talk by Capital 
Entertainment Group's Seamus Blackley — 
who seems to be alone in his willingness to 


David Gosen by the day's host, football 
commentator Clive Tyldesley, and was the 
culmination of several months of videogame 
playing by a jury panel assembled by Edge. 
Freelance journalist Rhianna Pratchett, 
Denki's Gary Penn, Jez San OBE, Mike 
Gambie trom THQ, Crash Bandicoot creator 
Jason Rubin, Rebellion's Jason Kingsley, 
Lionhead’s Pete Hawley, Jeremy Longley of 
Lost Toys, and EA's Louis Castle nominated 
a six-strong shortlist from which Metroid 
Prime emerged victorious, consisting of the 
following games: Battlefield 1942, Eternal 
Darkness: Sanity's Requiem, Grand Theft 


Auto: Vice City, Ikaruga, Metroid Prima, and 


The Legend of Zelda: The Wind Waker. 
Sony's EyeToy, represented by SCEE's 
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Delegates were given the opportunity to network and exchange ideas between sessions 
during the industry day and during the awards party that followed in the evening 
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The EA-sponsored 'Hollywood or Bust' session (above) was entertaining enough, but Seamus Blackley (left). Danny Kelly and Clive Tyldesley 
were the (in some cases surprising) highlights before Edge departed the EICC to go and inexpertly heckle at Late'n'Live (see p18) 





avoid the routine self-deception tha Brosnan, Heidi Klum and self-professed It did," said Stone after the conference, "I'm 


apparently affects the rest of the سه‎ hardcore gamer, Shannon Elizabeth. The already looking forward to next year's event 


The main thrust of his talk was that games one disappointment was the showing of a ind am confident that the EIGF has already 
are not as culturally or financially significant clip from Animal as an example of how far established itself as a key element of the 
as they think they are, and he marshalled the cinematic sensibilities of videogames ndustry calendar." It certainty got off 

Some impres gures to prove that the have come — which would have done littie tc pod start. The only real impro 1 
Amaeogame industry is smaller (nan eacn ol 15) the misconceptions of the non- Edge would like to see would be a greater 
ine music, fim, television, and Dook jamers in ine audience Vili gness to engage wih Giner creative 
pubishing industnes. He went on to Ihe ensumng sessions were equally ndustnes in events that are open to the 


08 


highlight videogaming's failure to really nformative, with particular highlights public — to capitalise on Edinburgh's 
understand its audience, and rail against including a video interview with Shigeru particularly receptive audience 
anous structural inadequacies such as the Miyamoto during the ‘Mest your Makers’ 

current reliance on milestones and royalties. session, the Metal Gear Solid memories of 

His most Interesting point, backed up with Harry Giregson- Williams during an excellent 
some fairly conclusive figures, was that session about game audió, and the 


original titles earn more revenue than their performance of soccer pundit Danny Kelly 





film-licensed counterparts as he attempted to recreate the atmosphere 
By comparison, the "Hollywood or Bust Í 18th century bear pit during a lively 

pane! might have disappointed were it not session thal saw Konami's Dave Cox pick 

for EA's star-studded video promoting its up the coveted award for best footbal 

upcoming Bond tite, featuring a willing (if game ever 

argely videogame-ignorant) cast of A-list | Was particulany pleased that the 

celebrities who will be lending their voice conterence programme turned out to be as 


Free cocktails assisted the conversation 
ce lively, stimulating and thought-provokina as at the awards party. Edge had too many 


talents to the game - John Cleese, Pierc 
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N-Gage readies for launch 
Nokia mounts final push before its 
handheld’s October 7 global release 


Confirmed Game Line-up 


2003 

Tomb Haider 

Tony Hawk's Pro Skater 
MotoGP 

Marcel Desailly s Pro Socce 


ancdernonium 


Virtua Tennis 


Rayman 3 
Puyo Pop 
Puzzle Bobble Vs 


Taito Memories 


Cr PE 








It's a messy sight; Edge finds it bizarre 
(and worrying) that it ever made it from a 


brain-storming sketchpad into production 


twitchy handling and unintuitive menus. 

The choice of a portrait screen Is stil 
baffling — barring the unlikely event of a port 
of Ikaruga. MotoGP sits very happily on it, 
but Pandemonium becomes far harder than 
the original, since you get less notice of 
enemies or gaps. The 'rocker -style D-pad 
is accurate and satisfying. A central click 
works as a separate button, and for once it 
is possible to use it without squidging the 
pad in all sorts of unwanted directions. 

Nor do the gaming capabilities 
compromise its other functions. Games 
pause automatically when a call comes in, 
and MP3 playback is of a high quality. 

Uitimately though, none of this matters. 
in order to change the game in your N- 
Gage, you must power down the phone, 
slide of the back cover, remove the battery 
and then replace the game card. It's a 77 
procedure, and it makes a mockery of 
N-Gage5 vision of smart-casual 
professionals amiably blue-toothing 
with strangers on the way to work. 


ith an.emphatic presence at ECTS 
W and a 56-city tour of Europe, Nokia is 
sparing no effort to convince the public of 
the N-Gage's worth. Edge first extended 
hands-on, however, has revealed it to be 
competent, well-aupported and flawed. 

The software line-up is already 
impressive, and Nokia has recentiy 
announced a deal with EA, although no 
specific titles have been confirmed. Online 
services will allow for features such as the 
download of demonstration walkthroughs or 
ghosts to race against. Spectacular times or 
moves can be recorded and uploaded as 
global proof of your brilliance. And Edge 
found Bluetooth multiplayer reliable and 
relatively speedy to set up. It certainly beats 
a spider-web of GBA Ink-up cables. 

Lintortunately, the software provided to 
Edge was a significant way off being 
finished code. More fortunately, this means 
that there should have been time to comect 
the shortcominas that were evident — mainly 


a lack of music, unrellable framerates: 





Through the Games Window 


The next version of Microsoft Windows is being 
designed to make gaming as easy as possible 





recent withdrawal from the production of 
joysticks and controllers. 

"The combination of keyboard and 
mouse is great from some games but it 
doesn't work for driving and sports games," 
Lester reveals. ^We're thinking about how 
we can make the experience better. PC 
controllers need to be as standardised as 
on the console." More Longhorn details will 
be released at Microsoft's Professional 


Developer Conference in October. 
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Microsoft took advantage of ECTS to 
start evangelising the benefits of 
Longhorn to the development community 


32MB of video RAM and AGPAX, while the 
recommended spec will be DX9-class 
hardware with 128MB of VRAM. 

Another part of Longhorn will be the 


new driver model, designed to improve both 


stability and ease of use by only allowing 
use of Microsoft-validated drivers. Similar 
programs are in place to improve technical 
issues such as patching and game 
installation. “Certainly for simple games you 
should be able to run them direct from the 
DVD drive or have a silent install when you 
can put the disk in your PG and start 
playing immediately, while the game installs 
in the background," Lester says. 
“Fundamentally we want to make playing 
a PC game as easy as playing a 

console game." 

Other issues being investigated in this 
regard include defining a simple rating 
system for deciding whether a game will 
work on a PC, as well as the 
standardisation of controller design — itself 
the reason for Microsoft's unexpected 


A lihough Microsoft's next-generation 
operating system, codenamed 

Longhorn, isn't due for release until at least 
2005, the software giant is already heavily 
pushing its advantages. "The PC will be the 
dominant garnes platform for the next 
couple of years and at Microsoft we're 
going to keep investing in gaming R&D," 
explains Dean Lester, general manager, 
Windows graphics and gaming 
technologies, during ECTS. "Garnes are a 
critical part of the Windows platform. They 
help drive people to upgrade their OS, and 
this will be à big deal for Longhorn." 

Key aspects of Longhom in this regard 
include a new user interface which will take 
full advantage of the 3D graphics hardware 
found in most new PCs. Instead of the 
desktop being a single graphics surface, in 
Longhorn it will be dynamically composed 
enabling features such as translucency and 
animations on a per-window basis. For this 
reason, the minimum spec for a Longhorn 
PC will be DirectX 7-style 3D hardware with 
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These very early screens give some idea 
of what Microsoft's new operating 
system might look like 
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and workstations, the company also plans 
to launch a Games Laboratory in France 
towards the end of this year, that will be 
used by IBM's own gaming team and 
development partners to test drive 

their games. 

Slings is keen to point out that the 
company's strategy will be platform 
agnostic, but there's a particular emphasis 
on assisting in the development of online 
game infrastructures, The company also 
plans to offer a range of services such as 
the use of its WebSphere Portal Server for 
hosting online games and the use of its grid 
computing systems (recently tested by à 
group of students from the University of 
Wisconsin, who developed a derivative of 
IBM's OptimalGrid called GameGrid that 
allowed 80 players to participate 
simuitaneously on a single Quake |! map). 

Perhaps the company's most interesting 
videogarne project is the IBM Business 
Integration for Games project. According to 
Slings, this will provide “a unifying API to 
access intelligent e-business infrastructure 
from the game environment.” Essentially this 
means that revenue transactions can take 
place ingame, raising the prospect, via 
revenue sharing, of new business n 
models for developers of online tities. 





‘F-Zero GX 





IBM gears up for games 


Big Blue’s low key approach at ECTS belies big ambition to 
make 2004 the year it shakes up the videogame sector 


few details with Edge. 

The main thrust of the company’s 
renewed interest in the games sector is one 
of infrastructure provision. "As a game 
developer. focus on what you are good at; 
creating compelling games," argues Slings. 
"Leave the infrastructure to BM," 
Consequently, the company intends to 
leverage its existing relationships with 
development tool partners, such as 
Discreet, AliasWaveFront, Avid, Softimage 
and nvidia, in order to assist developers. In 
addition to offering a range of hardware, 
such as scalable servers, storage products, 





he. company's presence at ECTS was 
E سه‎ to a single, smallish, meeting 
room, but IBM was holding meetings to 
reveal its large ambitions for growth in the 
videogame space over the next couple of 
years. Having identified a market 
opportunity by conducting substantial 
research last year, the company is building 
up to enter the market fully in 2004, using 
2003 as a 'seeding year' to refine its 
strategy. And although that strategy is still 
partly under wraps, Jorgen Slings, the 
company's business development executive 
tor gaming, was prepared to share a 


IBM's decision to enter the videogame market follows intensive research into the market 
opportunity, and the company is convinced that it can build a reputation as a videogame 
infrastructure provider - particularly in the online area, though its aim is platform agnostic 


Recently Reviewed 


Edge brings you a rundown of last issue's review scores __ 





PS2 Konami 

GBA 11 l Konami 

GC 1 Nintendo 

psa n SCEJ 

Co | Nintendo. 

Eidos Interactive‏ هم 

Xbox Capcom 

GBA Atari: 

PG Sony Online Entertainment 


Winning Eleven 7 


"Star Wars: Knights of the Old Republic — 
Winning Eleven 7 
 Boktai 





F-Zero GA 
B-Type Final 
Downhill Domination 
Freedom Fighters 
. Mario Golf: Toadstool Tour 
‘Republic: The Revolution 
-Space Channel 5: Ulala's Cosmic Attack 
Star Wars: Galaxies — An Empire Divided 
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Tracking developments in development 





Wwww.xgamestation. corr 


block is powered by a 16bit CPU and can be programmed in BASIC 


My little console 


Forget vector unit microcode, vertex shaders and single-transistor SRAM, the latest 


console on the 








support via the SDK for C and 

it wil also ship with a CD-based 
manual explaining how it all works, 
although LaMothe foresees two distinct 
user groups. “It's Gesigned so the 
newbies will be able to plug it into the 
TV and learn how to make games 
using BASIC, while the senous hackers 
can read the manual more fully and 
learn about stuff like timing diagrams, 
NTSC video output and computer 
architecture," he says. 

Various plug-in hardware modules 
are planned, enabling more advanced 
users to up the power of their systems, 
and tentative designs for XGS2 and 3 
are baing sketched out should the first 
release prove to be a success. When 
released XGarneStation will be available 
through online distributors such as 
Amazon and Lik-Sang as wellas , .- 


on the XGameStation website. — 





OAT E ME ال‎ 
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Although designed to help entry-level 
programmers, XGameStation should 
also prove a challenge for hackers 
who want to delve a bit deeper into 
the system architecture 





Using a home-built assembler and 
emulator, this Luigi demo shows the sort 
of graphical power users of 
XGameStation should expect. The 
emulated demo draws the screen using 
16bit tile-based graphics with a sprite 


foreground. PlayStation? it ain't but it 
doesn't look bad for a £65 machine that 
can be programmed in BASIC 


people will understand and be able to 
mod it,” he says. 

One thing it obviously won't have is 
a lot of power under the hood. For 
inspiration LaMothe has looked at the 
architecture of game systems such as 
the C64, Atari 800 and Apple Il, with 
final perdtormance expected to be in the 
same order as Nintendo's SNES, 

“My rule of design for 
XGameStation is if the reader can't 
understand each part of the design 
then it shouldn't be in there," says 
LaMothe. "| want the users to learn 
how to write really tight, small coda, 
understand of all aspects of computer 
systems from the electron to the 
phosphor on the screen and get a 
feeling of accomplishment knowing 
something from A-Z. It's very relaxing 
programming simple &/16bit systems 
where you know what's going on. | 
have no idea what happens when | 
type, 'CreateWindowEx' in Windows." 

Tne current component list for 
XGameStation includes: a 16bit 
Motorola 25MHz 68HCS12 CPU; 
sockets for additional processors 
including a 16bit high-speed 6502 and 
a ZBO derivative; one reprogrammable 
64k-block game cartridge; serial VO 
supporting PlayStation controllers as 
well as PS2 keyboards; tile/sprite- 
based graphics with NTSC and PAL 
output; four-channel FM sound 
synthesis; a built-in version of the 
BASIC programming language: and 


FT 


CHE 


onsidering the billions of dollars 

required to bring a game console 
to market, more than a few people 
guru Andre LaMothe announced that 
he was planning to release a new 
system for Christmas 2003. But before 
Sony, Microsoft and Nintendo get too 
worned, as the tongue-in-cheek 
name of his console, XGameStation, 
suggests, LaMothe isn't looking for 
world domination, Instead the author 
of around 40 game programming 
books starting with 1994's ‘Tricks of 
the Garne Programming Gurus’, is 
attempting to do what Sony kicked 
off with its PlayStation2 YaBasic 


"My goal is to write a book about 
making your own videogame system 
from the ground up; build it, program it, 
and plug it in and play. This is what I 
was looking for when | was ten years 
old,” explains LaMothe, who is 
currently tweaking XGarneStation's final 
hardware specifications, even down to 
designing a custom 2D hardware- 
acceleration chip, in order to hit his 
target of a $100-150 pricepoint. 

"It would have been so easy to 
grab a RISC processor and a GPU 
from some manufacturer and have a 
250MIP hardware-accelerated system, 
but my main concern is that I can 
actually explain how it works and 


Still in the final stages of tweaking, this 
is roughly what AGameStation is 
expected to look like when it's finished 











www.gameshadow.com 


Fixing the breaks 


Patches are the bane of PC gaming but Aardwork's GameShadow 
centralised patching service promises a simple and cheap fix to the problem 
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Log onto GameShadow and the first thing you see is the news screen of latest 
games supported and latest patches released (above). Around 600 PC games 
are currently supported under GameShadow, with more being added weekly 


speed either, Neat additions to the 
senace include an alerting feature which 
informs suDbscnbers when new patches 
are released, as well as the ability to 
patch games over a LAN; crucial for 
gaming cafés and the like. 

Currantly undergoing a soft launeh 
in the UK - evaluation copies of 
GameShadow, which are five-patch or 
14-day limited, can be downloaded 
now and are also being covermounted 
on PC magazines - the next big step for 
Aardwork is the US market. “The nice 
thing about the technology ts that we 
can franchise it," Treadwell says. 
Indeed, a two-year deal just signed with 
US game hosting concem GameSpy, 
will see a co-branded version of 
GameShadow marketed to GameSpy's 
18m registered users. “The beauty for 
companies hosting patches on their 
servers is that they have the backend 
set up. All we need to do is snap a 
branded user interface onto the dieni 
and make sure the URLs are pointing to 
the correct places." 

Other items on the to-be-done 


can be a full-time job, both in terms of 
knowing what's available as well as 
trying to get hold of it. For an annual 
subscription fee of £20, 
GameShadow promises to take 

away the hassle, thanks to its 
centralised, pro-active service. 

Download and install the BMb 
GameShadow client, and the software 
will chack your PC and provide a list of 
the games installed and their current 
versions. It will then scan the 
GarneShadow database, which 
currently supports around 600 games 
vla 11Gb of patches, and provide a list 
of patches avallable for download via 
your intemet connection, whether 
broadband or dial-up. 

“I think there are two key groups of 
people who will use GameShadow," 
says Treadwell. "There's the hardcore 
who have so many games, it's 
impossible for them to keep on top of 
the situation, and there's those casual 
gamers who don't even know what 
patches are." Of course, Treadwell 
admits that many in the first category 


j f developers did their jobs properly 

Î there would be little use for 
GameShadow. But sadly, or happily 
depending on your point of view, the 
need for the newly launched service has 
never been greater. “One developer, 
who shall remain nameless, has just 
released 8 game patch that was over 
100MDb," laughs Tony Treadwell, the 
jovial CEO of Aardworks, the company 
behind GameShadow, "That's not a 
patch, thats a brand new game." 
There is a rnore positive need for 
patches though: support for games 
whose lifespan is enhanced, particulary 
by online play. There are over 20 
patches available for Tribes, tor 
example. This can generate a huge 
array of compatibility problems for 
players however. 

"One instance where GameShadow 
works really wel, is 7 mengs are trying 
to play an online game together bul 
have different versions of the game 
installed," Treadwell explains. “Using 
GameShadow, it's easy to get everyone 
to the sarne version." Another good 
example is when players give up on a 
game becausa of critical bugs, which 
make it impossible to continue. 

This is where GameShadow comes 
into play. Trying to keep track of all the 
available patches for your PC games 
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Using the version management console, the version 
state of each of your installed games is detected, 
as well as a complete list of the patches, their size 
and 4 readme file concerning their functionality 


list include expanding the service to 
handle files associated with gaming 
such as graphics and soundcard 
drivers. "Yeah, we've got a big 


will take the attitude that they can cope 
very wall by themselves. "That's fine," he 
says. "If you want to sit in a queue on 
FileShack or another of those sites, 
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After logging into GameShadow, the 
software scans your hard drive to detect 
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queue of stuff to be done," says 
Treadwell, 


that's up to you. We're trying to speed 
up the process." And it's not just about 


what games are installed, before 
providing à list of avallable patches 


Edge's Edinburgh Adventures 


UK: As avid Frontend fans will know by now, the first Edinburgh 


International Es festival Saw a decent E of the 
London-centric industry disappear to the Scottish capital for a 


three day ees But as entertaining and informativd as the 
EIGF was, Out There chose to throw its cultural net a littie wide 
and indulge in some of the other geek-related delights the festiva 
had to offer, Like the filrm festival, which showed anime hero Leij 
Matsumoto Interstella 5555: The Story of the Secret Star System, 
a brilliant visual score to Daft Punks “Discovery” album. And 

‘Ski Jumping Pairs’, a superb piece of CGI by Japanese design 
group, idiots. 

But the Edinburgh Festival is really famous for its comedy, and 
it would have been remiss of Edge not to make the magazine's 
presence felt there. Warming Edge up was Pemer-nominated 
Howard Read, whose routine hinges on interaction between him 
and his computer-aenerated creations. Edges favourite was 
H-Bot 2000, a stand-up comic — from the future! — that fills the 
nevitable silence after each of its dreadful one-liners with an 
enthusiastic drawn-out “Wool”, “Anyone want to heckle hir?" 
asked Howard. “You're shit!" shouted Edge. “You're ه٢‎ 
replied the robot, instantly. ^Wooooooooooooooooo!" Touche! 

High on heckling success, Edges next adventure took it to à 
tiny, near-empty, cabaret club, accompanied by 20 or so other 
games festival refugees. Under impromptu shouty-questioning 
from Edge, the final comic claimed he preferred the Xbox to the 


GameCube. "Ha!" the manane siog “You've i ist embarassed 


silence S Shazia Mi rza seule have been eae of. T Hank YOu, 
Edge. for the Nintendo-related heckling,” the tired MC announced 
at the end of the evening = possibly with some trace of sarcasm. 
But it still wasn't enough to end the magazines boisterous 
interaction. The following day, at Late'n'Live Edge took up Daniel 
Kitson's hackling challenge. “What's your favourite videogame?" 
shouted the magazine, confidently. An awkward pause. “Hmm 
Not a traditional heckle," replied Kitson. "More of a question. But 


seeing as you asked, Metal Gear Solid 2." Ah. Ok. Thanks. 






















Soundbytes 
t so many of the technological 
of computer gaming have been 
e next big frontier is narrative, 
which is where someone like me can come 
in and have fun. It's really exciting to see the 
technology develop to the point where we 
can now talk about plot, drama, characteri- 
zation, emotion, and consequence in 
games. As a writer and creator of imaginary 
worlds, this is the field I’m fascinated by, 
and | plan to spend a lot more time 
writing for games" 


amic book creator and author Grant Mc 
an his shift from the ninth art to the der 


“I know Edge - he and | go w 


A homeless gentlemen tries to talk his way into 
Tenth Anniversary party in London 


In 17 
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Howard Read's Little Howard. Edge wanted a 
picture of H-Bot, but he's not returning our emails 
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a Chun Li costume still has stains from the last time — but 
proper, old-skool pen-and-paper dungeoneenng, like all those L 
BioWare PC RPGs but without the blue screens. It was OK, but 
Edges half-alf couldn't help but wonder why, after putting all its 

nts in charisma, it coutan't just ask people nicely for thet 
treasure. en] then sleep with them. Anyway, while the 
alge nag subtleties of D&D combat were sight lost on parts 
of the ciis entity, something a little closer to home might tempt 


e madgazne back to the polyhedral dice. Capcom has lent its 





tellectual property to Living Room Games for a series of tabletor 


RPGs based on Street Fighter, Darkstalkers, Final Fight and Rival 


Schools. While no 11185 have actually been announced, the first 


é ai 


Vo games wil be out in time for Street Fighters 15th anniversary. 
3 d } 


ndicating that Edge will be trying to fiddle rolls against Dragon 
Punches relatively soon. 


Suing, Take 2 


US: Poor Take 2. First it gets word that a wrestlers none too 
happy with Max "em 5 name (see Out There, E128), ana then 


another intellectual property writ arrives on its doorsten: 


Christopher Ellis - a graffiti artist better known as 'Daze' — alleges 


that Rockstar took his work without his consent and reproduced it 
۱ Grand Theft Auto. Now, Edge hasn't seen Daze's work in 6 
game, but considers it possible the developer was just trying to 


Arbo | f "Ma- guum 1 1 M | 4 ins Mn 
arody his art. After all, thats what it was trying to do with 'EHSE ' | | ; oH F Ll u » 


agi la WI | 


۷٧ 


magazine, the poncy videogame publication found on a table in a 
building in Vice City, isn't it? ‘Course, if Mr Ellis wins out, then 
Edge expects a healthy settlement too. Thanks! 


UK: It's a rare night out with Edge that doesn't climax with 
bloodied lycra, and so it was on the evening af September 10 that 
the magazine lived up to reputation and accompanied Eidos to 
London's Scala for some Backyard Wrestling. The ultra-violent 
night out, starring ludicrous luminaries like MDogg20 and One man bends over, while another holds a racquet 
Pondon was arranged to promote the upcoming Now, chio oy spor ee neat ens nai 





a, cleverly titled Backyard VVresting. Edge managed to 





set its opponent on fire, slam them from a treehouse, and then hit 
them with ali manner of nasty looking objects. And in the game, 


too! No, but seriously, folks, the real-world action culminated with 
one of the wrestlers being spanked with a racquet and then 
having a dollar stapled to his forehead, also a sign of a areat night, 
Edge proposes. Next time, the magazine will remember to bring 
its Viewtiful Joe outfit. Then there'll be trouble. Oh yes. ; ! | n P VN lir 
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Exclusive! New HP Game Reveale 


US: Imagine you're a young girl, and you've just been told you're 
being sent to camp. Imagine the fear that it might be something 
terrible; imagine the elation when you find out it's GAMES camp. 
Then imagine the disappointment when you see GAMES stands 
r Girls’ Adventures in Mathematics, pacts and Science. 
Than imagine getting there and finding out you're going to learn 
how to make videogames! Crikey, isn't dins a kid confusing 
enough without all this double-bluff acronym-based wordplay? 
Anyway, the eight and ninth-grade attendees at the University of 
Illinois Summer School managed to produce several NetLogo 
based games by the end of the crash course, and they're far 
beyond anything Edge could have managed at that age. Indeed, 
one, Harry Potter and the Mystic Maze demonstrates a fine arasp 
of one of game design's most timeless tenets: hiding a 
rudimentary game dynamic behind expensive IP. Good show, 
ladies. See all the projects here: www.wte.uluc.edu/garnes 


UK: Another day, another homebrew development competition 
This one, though, being sponsored by PC boutique Alienware, 
has a smart enough prize to get all but the laziest one-man- 
devcos coding — an Auror systen 1, which is an XP3000 with a 
Radeon ji o and other such good stuff Edge only pretends to 
understand, and copies c zen Basic Cartography Shop 3, 3D 
Canvas Pro. and Texture Maker. The garne must be aces 
with Dark Basic, but since a special 90-day tral version of the 
ame creation software is available that shouldn't prove a 
pro blem. Time's not exactly pressing, either; entries have to be in 





by November 30, and the only limits are that the game must 
under 10Mb in size, and feature a special 3D animated am 
model designed around Alienware's logo by The Game Creators. 
Oh, and your imagination, of course — but If you're lacking that, 
Edge suggests a management game where Aliens have to pul 
out a market-leading magazine on time and under budget every 
month. Kind of like Sensible's Sex, Drugs, & Rock'n'Roll, only with 
words and aliens and none of the perks. Good luck! Competition 
details are at www.thegamecreators.conVallenwarecomp 


Science Genius Girl Kareoke 

DNA strands in Edge's hair! 

Winning Eleven 7 

Free-scoring Edge's Master League record: P14 W1 D11 L2 F1 A2 
Hacking Halo 

Shotguns that fire like tanks? Warthogs as grenades? Hurrah! 


Quit 


They don't. They A 3 m ras YN not want to Work, ever 


Why send to Edge when you can get higher scores elsewhere? 


vi nrbe 


Tink, Taurus, Loco Latino and Alec Empire: thanks for the memories 
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Developing Online Games 25 
22 
2ES 
Jta 2 SES = Il | DOOK, 6 [i] 8 5چ‎ 
è 23r 
online dames is perna ducie one vou j E -È 
choose — it's just so | Designing and developing an online Er 
Game to launch is n half the battle. After launch, you have ESG "Okay my RES fiend, that seems simple but in fact ١ 
deal with huge custorner support issues, constant hacking 2a” gol is not a sport for anyone. 
and servers bandwidth/stability issues as well as ongoing 


itching and the addition of new content to try and keep your 
tanbase paying their monthly subscnption. Which goes to make 
Jessica Mulligan and Bridgette Patrovsky's tome all the more 
amazing. as they pretty much manage to pull it off. Of course 


helps that the two authors have over SO years of expenence in 





the area of online games, having been around since Bary 


"T = beg i | Af tee A TES Ns Er NI ja غ‎ ih 
attempts such as AOL's ADL: NeverVVinter Mens Through 


"You see, this area doesn't appear that hard but in 
fact... you need an effect like this and..." 


Jira Onine and EverQuest. Ihe tone of the book heaps too 





More an insiders’ critique of the knowledge accumulated 
online development cormmuniby over the years than a How To, 
: : » 
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Early civilieabion sect e the hi 
ture: postmodern reworkinas of the ancients are coming fror 


siverberg ("Roma Eterna’), not to menton the torincoming Bra 
Pitt blockbuster movie ‘Troy’. And it's this latter period fro 
nich Dan Simmons has taken his inspiration tor "lium 
Renowned for his mixing j LES m eii "i1 
Renowned for his mixing of high culture with speculative sci- 
seen most notably in his Chaucer and Kı inspired novel, 
Hyperion = this time, Simmons combines three separate 
storythreads; lineis to work In Proust and Shakespeare- 


spouting robots within the wider World of à take on nomar 5 Che: Real | wt 
’ tholoa V Bus je tvpical in such cases. each thread is ne The Getaway Tour | "wA j| are tha best Grandpa!” 
41 URL: www.geocities.com/the real getaway tour *No, no, no, say it louder — here, take this." 
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together but Simn knows exactly what nes Cong. Ina past- 


“Playing the The Getaway on PS2 wasn't enough 
AJeanrwhile, the lterature-insored mechs are on à 3r t says the blurb on the front page of The Aoa Getaway 
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marketing guys! And, while we're at it, we could 
make some effort to stop individual publishers ! 
targeting inappropriate games al young 
audiences. Such as Take 2, for example. 
Videogame magazines are, by and large, for 
kids. In fact, Edge is the only videogame 
magazine for adults, yet it's ona of the few that 
hasn't run a Grand Theft Auto cover. Many, if not 
most, magazine covers will have been put 
together with the blessing and aid of Take 2s PH 
and marketing department. They are, to all intents 
and purposes, full colour front-page adverts for an 
18-rated product, aimed directly at under- 185. 
RedEye doesn't know if the situations the 
same in the States, but if itis, and It comes up in 
court, he'd be interested to hear Take 2's defence 
against accusations that it's been pimping an adult 
expenence to minors. He wouldn't mind hearing 
some UK magazine publishers doing the same, 


videogaming is a creative medium just like any 
other, it's no different to watching a film, 
videogames are a developing artformm, Rez, 
yada yada yada... 

And it is never good to be in support of 
censorship, no matter what the medium. We live 
in a free society so we don't ban expressionism, 
be it through music, fiim, art or videogames. 

We just hope that people make the right choices: 
that they pick up Britney and discard the Jim 
Davidson DVDs, that they read Nabokov and not 
the ‘Daily Mail’. Or more than hope, in fact; we 
have to educate. 

So, Grand Theft Auto is a great game. It is 
also clearly marked as an 18, or at least as clearly 
marked as a DVD film is, and it is illegal for game 
stores to sell the game to customers who are 
underage. That said, most parents aren't aware 
ihe ratings system exists for videogames. Which 


n the evening of June 25, Aaron Hamel, a 
45-year-old nurse from Knoxville, 

/ Tennessee, was driving on the |-40 
highway, through nearby Newport. His cousin 
Denise Deneau was in the passenger seat. The 
pair were on their way back from a day out in the 
mountains. Wa were driving down the interstate, 
back from a great trip," Deneau later told ABC 
News. “My cousin said, ‘Look at those flowers,’ 
and then all of sudden through my window came 
a bullet. The heat was so much | could feel it. On 
my lap, | saw broken glass and lots of blood. | 
thought | had been shot." 

But she hadn't. The blood belonged to Aaron, 
her cousin, the driver of a car now out of control, 
travelling at 7Omph against traffic. Imagine that: 
covered in blood and glass and God knows what 
else, in a speeding vehicle you have no way of 
stopping. And, when the car finally, fortunately — if 
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A sideways look at the videogame industry 





too, since from where RedEye's sitting there's a lot 
of people covered in Aaron Hamels blood. 

That's the thing. I GTA didn't exist, RedEye 
thinks Hamel would be alive today, which is the 
kind of stark and binary argument that quietens his 
instinctive defences. Of course, US firearm culture 


mught not be that damaging, since RedEye's 
watched a GAME employee point out the symbol 
on the back of Vice City to a confused 
grandmother, a policy which, in theory, should 
place the weight of responsibility firmly on the 
Duyer. But even if that policy was universal, which 


"Until the videogame industry starts to behave with some responsibility 
and maturity, its defence against instinctive litigation is weak" 


played a more direct role in the nurse's death: 
that the two guns that were missing from the 
family home for a whole week before his murder 
is frightening, almost incomprehensible. And sure, 
it they hadn't been inspired by GTA, the bored 
teens could wel have been doing something 
equally destructive — killing thernselves inspired 
by ‘Jackass’, or whatever this week's vogue 
scapegoat is. 

But until the industry starts to behave with 
some responsibility and matunty, its defence 
against this type of instinctive litigation is weak, 
and the costs will be huge. Not just in human 
terms, but something those pushing GTA heavily 
lo parents at Christmas time seem to find much 
easier to understand: money. 


RedEye is a veteran videogame journalist. His 
views do not necessarily coincide with Edge's 


it's obviously not, the problem isn't really that 
non-gamers don't know the ratings exist. It's that 
many of them don't feel there's any reason for 
therm to exist, because these are just videogames, 
just blip Gop bloop and Pac-Man and just 
something to shut the children up for a day. 

And that's where we need to educate. How 
about a campaign funded by the industry as a 
whole, aimed at a global audience who don't yet 
recognise that videogames can be intelligent, 
emotional, mature, exciting, dangerous and, 
above all, for adults? We could run a smart series 
of adverts - print, posters, TV and radio spots, 
everything - that not only convince people to think 
twice before buying kids in the early teens Rapê & 
Murder Ill: Go Get ‘Em! but also promote the idea 
of videogames as an appreciable form of 
entertainment for someone out of their teenage 
years. Hell, it might actually increase sales, 


fortune can be considered in a situation ike this — 
grinds to a stop against the guard rail, imagine 
looking to the drivers seat and seeing blood 
gushing from a wound in your cousin's temple. 
Head shot. Instant kill, isn't it, kids? 

On August 28, 13-year-old Joshua Buckner 
and his 16-year-old stepbrother William pleaded 
guilty to the reckless homicide of Aaron Harnel, 
Joshua had stolen two .22 calibre rifles from 
his parents’ closet a week before the shootings, 
and hidden them in nearby woods. On the 
evening of June 25, the pair headed off to a small 
hill with line of sight to the I-40 highway. Their 
intention was to shoot at the sides of passing 
trucks. They were bored. They'd been inspired Dy 
Grand Theft Auto. 

On September 5, Hamel's family filed a lawsuit 
against Take 2 Interactive. 

And it's now September 9, and after four days 
of weighing up the arguments RedEye still isn't 
sure they're doing the wrong thing. 

Being defensive about these things comes 
naturally to the videogame community. As a 
player of videogames, which is presumably 
what you are if you're reading this, you find your 
hobby attacked from all sides, often via geek 
cliché, and often through the all-videogames-are- 
violent route. And it's likely you'll probably be quite 
practised in the art of defending yourself by now: 


022 


closer to paintings, and trump both films and 
vidsogames in their aesthetic flexibility. ۱ 

There is even, | think, something wrong In 5 
reproduction of the comic-book ‘visual sound 
effact'. Born as a way of overcoming the comic's 
inbuilt sonic incapacity, the stylised and iconic 
typography of ‘Bam!’ and 'Boom!' becomes a 
form of double creativity in itself, both visually and 
linguistically, since each writer/artist team may 
constantly invent new onomatopoeic forms 
(‘Chukachukachuka’) for their own invented action. 
But to provide these signs in a videogame that 
also provides real sound effects is to obliterate 
their evocative capacity, and to remove the need 
for real creativity in their choice, since by the time 
they are seen on the screen they are already 
forever tied down to being mere indices of the 
particular explosion or gunfire shot that is right 
now coming out of your TV speakers. 


TRIGGER HAPPY 





In the end | think that XIII, for all its artistic 
brilliance, is predicated upon a sort of hubris which 
assumes that a videogame can do everything a 
comic-book can do, and more. Well, it can't. Not 
XIII, nat Dread vs Death. (| was also disappointed, 
that the latter chose not to use as its influence the 
art style of Carlos Ezquerra, my favourite Dredd 


deserves a shower of Oscars, But further play had 
me thinking more critically about the experience of 
playing the game as a whole, 

Let's remember that the comic-book format is 
essentially closer to the medium of film than that of 
videogames. It is, to start with, very obviously 
'directed'. Every frame is drawn from a particular 
camera angle so as to maximise artistic impact. 
Something like this method, of course, is possible 
in videogames such as the Biohazard or Silent Hill 
series, but in those games the camera cannot 
switch angles as often as it can in a comic strip, 
where the artist may decide to split just a single 
second of action into numerous panels. The latter 
ability is what interests XIN, and what it reproduces 
- but it is largely reproduced only as window- 
dressing. These gorgeous, hyper-stylised comic- 
book panels are not in themselves interactive 
processes but merely dog-treats to feed the player 


who has done the correct thing in the game. The 
disjunction between the decorative 2D panelling 
and the 3D FPS environment tends to render the 
latter all the more aesthetically anonymous. There 
seems to be a cognitive divorce between the 
space in which you play the game and the space 
in which you enjoy it visually: the panels may be 


"Comic envy is a fad in videogames but it's apparent that too slavish 
an imitation merely points up the ways in which games can't compete" 


artist and the man who created the character.) 
Maybe the best ever transiation of a comic 
remains the hilarious 2D 1980s version of ‘Spy vs 
Spy', but for all the sadistic fun you could have 
with a friend, even that could never reproduce the 
anarchic brilliance of the paper form: comics, 
remember, are a scripted, narrative medium too. 
Comic envy seems to be a current fad in 
videogames, like film envy used to be, but it 
becomes quickly apparent, as it did with 
‘cinematic’ games, that too slavish an imitation 
merely points up the ways in which games can't 
compete and forgets their own virtues. Games 
should steal what they can, but than move on. 


Steven Poole is the author of "Trigger Happy: 
The Inner Life of Videogames' (Fourth Estate). 


inset on any part of the screen but they belong to 
a differant epistemic universe. 

XIII is also formally inferior to what it has made 
such beautiful efforts to emulate in that, being a 
videogame, it must exist sequentially in time. 
Occasionally an inset device may be used cleverly 
so as to provide parallel representations — such as 
when you overhear a conversation through a wall, 
and that conversation is visualised and animated in 
a little box — but what no videogame can offer is 
the superb temporal flexibility of the comic-book, A 
comic artist may choose to draw a whole page or 
Spread in which there is no obvious progression 
between panels. The aye may be led around a 
certain route by the composition but it is also free 
to travel haphazardly, to consume the page in any 
order it pleases and to make connections at its 
own leisure, In this way Comics are obviously 


EDGE #129 


ne of my most treasured possessions as a 

child was a particular copy of the sci-fi 

comic '2000AD'. On a blue background, 
the cover showed Judge Dredd's badge, with a 
bullet hole in it. Scrawled below, in red ink, was the 
single word "Dead?" That was it: Dredd Dead? 
That week's cliffhanger, after Dredd had the 
previous week turned his Lawaiver on himself to 
escape a sticky situation at the hands of the Sovs, 
was, for the way it had strung me bodily up on its 
narrative meathook, my who-shot- JR? and JFK- 
assassination all rolled into one. It was the best 
cover of any publication | have ever seen. 

And now | can actually be Dredd, thanks to 

Reballion's Judge Dread: Dredd vs Death. 
Playing early code, | was pleasantly surprised at 
how faithfully the bulbous day-glo architecture of 
Mega-City One had = coca and ever 





| wonder, though, if | want to be Dredd, rather than 
watch him. Just as Perfect Dark failed to make a 
Croft-style heroine out of Joanna Dark because 
she was seen only in cut-scenes, it is a shame that 
a Dredd game only lets you see Dredd — this 
fabulous distillation of 20th-century macho cool, 
locking back to Eastwood and McQueen and 
forward to Robocop and the Terminator — in its 
own cut-scenes, and when you die. Seeing Dredd 
die, of course, is the very unthinkable proposition 
that my '2000AD' cover played on, and | wonder if 
the repeated representation of the unkillable 
lawman crumpling to the ground somehow dilutes 
the iconic legacy of the character. 

Nevertheless, the transiation into fluid 
videogame form of this popular-culture icon has 
escaped utterly betraying its source (consider, by 
contrast, all the terrible Superman or Spider-Man 
games we have suffered over the years), Its 
method of exploiting the comic-book medium may 
be contrasted with Ubisoft's XII. This inventive 
cel-shaded FPS has had the critics salivating for a 
long time, yet for all its best-garne-of-ECTS 
success so far, | remain unconvinced by it. It is 
certainly true that it delivers a powerful shock of 
aesthetic originality. As you shoot a distant foe up 
on a ridge and watch three comic-strip panels pop 
up relating in stop-motion his injury and fall, it's 
hard not to be impressed. The art direction 


the designer, and successful as a product. 
And | think that if you define precisely the 
environment, make it as close to reality as 
you can achieve, then you can get a very 
enjoyable and solid result. 

Of course, non-fiction allows the player to 
gain some insight into events that occurred in 
the past. But that isn't the only thing it 
offers; | think there is also a quest for the 
truth - to corroborate the things we are 
told by books and teachers. And also, the 
chance to experience history again and be 
placed in a situation far removed from our 
own gives us a real opportunity to appreciate 
something that was previously so distant. | 
think this is really interesting and really fun, in 
a way. It's something that only videogames 
can achieve in such a convincing manner, too. 
And.., oops! Now I'm starting to feel envy; | 


Toshihiro Nagoshi, general manager, Sega Creative Center division 





want to develop something like this. Since 
there are such good non-fiction movies in 

the theatre, | really think there is an interesting 
challenge ahead in gaming. Do you agree"? | 
would like somebody to do one, to at least 
try the idea. Hey, why don't you start it 


yourself and show the way? And if you 
don't, | may need to consider this idea 
seriously, because | really want to make the 
non-fiction genre as much a part of the 
videogame world as it is a part of the movie 
industry - this represents a great desire of 
mine. Ah, | could talk about movies again 
with you, sometimes. In fact thinking 

about it, perhaps | should consider a 
regular column in a movie magazine - | 
would like to speak about movies sometime 
instead of always writing only about aspects 
of videogaming! It's always so easy to write 
about the things you love, isn't it? See 

you next month! 


Prior to Sega's recent restructuring, Toshihiro 
Nagoshi was president of Amusement Vision 


points to others in their field. But at the 
end of the day, as the souvenir of those 
visuals fade away inside me, there is nothing 
much left in my heart about this movie. | may 
be repeating myself on this but, yes, these 
sequences are superb. There is no doubt 
about their impact on screen; but that 
impact does not stand the test of time, 

However, that was probably the intention 
of the Wachowski brothers. l'm pretty sure 
that the creators did not focus on the story, 
but on the visual aspect of their movie, and in 
that respect they did a perfect job. The movie 
has been a fabulous success, and people are 
excited by what the directors showed tham = 
even if it's not the sort of movie I'd go and 
see again. 

So what does push me into watching a 
movie more than once? Well, essentially, | 


ý AV OUT 


like non-fiction movies, documentarias where 
the reality surpasses anything fiction can 
achieve. Which isn't to slight made-up 

stories — they can be exceptionally interesting, 
but | can't help loving the feeling of having 

an insight into somebody else's destiny. It 


"It is still rare to find a videogame narrative constructed strictly around a 
non-fiction storyline. Why? Would it be boring to develop such a game?" 


is truly exciting. 

All that said, do you agree that there 
aren't enough non-fiction games? Sure, it is 
true to say that the environment is often 
based on the past, and perhaps some of the 
storyline is too. Maybe the hero also carries a 
famous name, one well-known in human 
history. And sometimes, particularly in 
wargames, the level structure outlines a 
particular conflict. 

Nevertheless, it is still rare to find a 
videogame narrative constructed strictly 
around a non-fiction storyline. Why? Would it 
be boring to develop such a game, without 
the freedom to take the player through your 
imagination? | don't think so. | believe that if 
you can set the theme and the goals 
perfectly, it could be both challenging to 


hough I'm often so busy that | don't 
7۷7 get the opportunity, and that makes me 
so miserable, | really like to go to the 

cinema to see movies. Recently, though, | 
got the opportunity to take an evening off, 
and go to the theatre to watch 'T3', 
"Terminator 3°. You ve heard of it, of 
course. If you're anything like me, you'll 
have suspected that it's not going to be as 
enjoyable as the first two. But | was pleasantly 
surprised, as the movie actually turned to 
be very good. In fact, | felt it was worth 
watching again. It’s one of those movies you 
can enjoy even if you know exactly what's 
going to happen — a linear adventure that is 
worth experiencing again. | think that you can 
find two main reasons for this. 

The first case is that put by those people 
who enjoyed the story, or at least the 


message featured in the story. The second 
case is put by those who just enjoy the 
feeling of excitement generated by the story, 
regardiess of the message. Now, | had 
presumed that the first case is the most 
common, since l'm among them. But 
perhaps people in tha second case are 
numerous as well. | thought ‘Matrix Reloaded’ 
was a very entertaining movie, but it's not 
ona that | would like to watch again. Rather 
than a coherent, well-worked tale, 'Matrix 
Reioaded’ seemed more to me like a 
collage, an expenence woven from several 
gorgeous and breathtaking sequences. It's 
like when you have these bia shows promoted 
on TV with hyperbole like "Look! We have 
seen them! The world's most amazing, high- 
quality quality visuals ever!" There is almost 
no place for the story to be told, no place for 
narrative logic, in the face of such a 
visual tsunami. 

Of course, sure, the visuals are great 
and we can understand the basic scenario 
without too much of a problem, but at the 
end | asked myself, "Did | leam anything from 
this?” and of course, the answer was ‘no’. 
These sequences were pretty cool and 
impressive and stand now as reference 


same consistency of quality as it did in those early 
days of the SNES, but- for me at least — there's still 
something lacking. Nintendo feels now more like a 
lurnbenna — if well-rehearsed - dinosaur, than a ^e 
cutting-edge newcomer, hungry for success. Albe 
more Spandau Ballet than Rolling Stones. More 
Human League than The Darkness. 

For far too much of Super Mano Sunshine, 
Super Metroid and The Wind Waker, | found myself 
being impressed without being entertained. All three 
are structured to the nth degree; to the point where | 
get a headache just thinking of the pre-planning that 
rnust have gone into the worlds, the puzzles, the 
liciness of it all. This may ba heresy to admit, but | 
failed to finish any of them. With each, at some pont 
nefore the end, | got bored or frustrated, and just 
couldn't be bothered to carry on; the gin larder was 
calling. That never used to happen with Nintendo's 
games, and it has shaken me to my vary larynx. 


‘Digitiser’s founder speaks out 





l'm not saying | don't like Nintendo's recent 
output; indeed, compared to the majonty of games 
out there, Nintendo's tities boast ten times the 
charm, wit and ingenuity of their nearest rivals. And 
yet... there stil a sense that the company is 
treading water. Literally for much of The Wind Waker. 


| denied to myself that any such thing was 
happening, that Nintendo was still the only games 
company worth monitoring — even wnen it released 
the likes of Cruisin’ USA (doubtiess a wasted 
opportunity to court the pink pound) 

Throughout the "SOs, it repeatedly proved itself 
to be hopelessly out of touch with the demands of 
its audience. You id all that making a big song 
and dance of eschewing blood and gore, before 
being forced into that woefully embarrassing climb- 
down. Falling to capitalise on its most popular 
properties. Stretching the aforementioned Shigsy too 
thinly. Becomina complacent, and relying too heavily 
on Pokémon. Treating the European market with 
apparent contempt. Generally sitting in the comer at 
he disco, fiddling with its shirt buttons, while its rivals 
strutted across the dancefloor, enticing pretty airs to 
be their dance partners by slapping their neeclessty 
bare buttocks, and yelping loudly. 


BIFFOVISIO 


Naturally, there is an argument that Nintendo has 
finally come out of the other end of this period of 
dreadful 37/۴۲55: Unfortunately — while there's no 
denying the overall quality of its GameCube output — 
it seemingly lacks the business sense to compete in 
the modem market. Oh, to be sure, publicly the 


“Nintendo’s titles boast ten times the charm, wit and ingenuity of their neares 
rivals. And yet... there's still a sense that the company is treading water" 


Yeah, it looks different to other Zaloa games (though 
it doesn't look anywhere near as lovely as we're told 
it does) but the gameplay is more or less a retread of 
Ocarina of Time. That said, a retread of Ocanna of 
a ig | HAMA preferable to a retread of Tomb 
۳3/095 | through IV, or a Max Payne clone, or - 

heaven forbid = a sequel to Ginx: The Time Sweeper. 

But still... it's just a big shame that Nitendo is 

apparently losing its grip, and almost seems 
prepared to lat itself slide towards becoming the next 
Sega. Now that Sony is planning a long overdue 
assault on the handheld market, Nintendo can no 
longer afford to rest on its laurels and pretend that it's 
in a market of one, And - pff - it's going to take a lot 
more than releasing a new version of the GameCube 
with a plastic bloody Pikachu stuck on it. 


Mr Biffo is a semi-retired videogame journalist. 
His views do not necessarily coincide with Edge s 


company may deny that its in competition with Sony 
and Microsoft ("We don't even know who Sony and 
Microwhateveritis are," a Nintendo spokesman said). 
But tne truth appears to be that Nintendo no longer 
knows how to be a competitor. Indeed, neither Sony 
or Microsoft seem overly bothered by what Nintendo 
does (at least, as far as consoles go... handhelds 
may prove to be a different proposition). 

There's also a worrying sense that Nintendo is 
going the route of certain '805 pop bands — peddling 
its wares to an aging nostalgia circuit, now that it's 
struggling to find. a new audience. While that may 
seem hypocritical, having just accused the company 
of previously squandering its greatest assets, too 
many of its recent sequels have been slick greatest 
hits packages, rather than the innovative, 
groundbreaking wares the company once 
produced. Admittedly, you could argue that it would 
be impossible if Nintendo managed to maintain the 


Page 28, press hold, and reveal. 


ometimes, analogies are like socks; you stuff 

them down your pants merely to pad out a 

flaccid column. Other times, analogies are an 
simple method of explaining complicated stuff in a 
concise shorthand. Such as the following analogy to 
describe Nintendo over the past decade: it is the 
Anthea Turner of gaming. To wit; from successful, 
halcyon days appealing to a broad demographic 
both have fallen dramatically from favour and 
fashion, becoming increasingly (decreasinaly’?) 
marginalised, to the point where their 45 
consist exclusively of bewildered psychopaths, and 
people who really sho nou get out more. 


It's been painful ta watch Nintendo's slide. Like 


any gamer worth his salt, I've long considered myself 


to be a fan of Nintendo above any other company 
(then again, there hasn't been a great deal of 
competition... saying you like EA is a bit like saying 
you're a fan of Phil Collins-era Genesis). 


Call me Slow Slowson if you will, but I've only 
just got around to playing The Wind Waker, At least 
one hardcore gamer mate considers this a 
deraliction of my duty as a a A = indeed, 
when | told him this he literally spat in my face, and | 
was forced to retract my admission, while he 
threatened to thrash at my ankles with his belt. But 
that needless lie aside, the fact | was prepared to 
wait until | had a spare-40 quid, rather than go out 
and whore myself to raise the money the morning 
the game was released, has — if you'll excuse the 
double entendre — thrusted home the fact that |, like 
many orn ny peers, am no longer anywnere near as 
interested in Nintendo as | once was 

Why has this happened? Surely, Nintendo is the 
gamers games company; the daddy of daddies. 
The one company which can be refed upon to 
pique the cunosity of anyone who considers 
themselves a serious gamer. Perhaps once, Now no 
more. Now | regularly feign excitement upon the 
announcement of à new Nintendo game 

Thing is, it'd be easy to blame the situation on 
sony. Or even Microsoft. Or even Akin Drum — who 
lives on the moon, and plays upon a lacie. Anyone, 
frankly, but face the ghastly reality. Which is that the 
blame can only be laid at tne door of Nintendo itself. 
like many of my peers, gritted my teeth and 
watched the company gradually flounder on the 
shingle of Ineptitude Beach. Like many of my peers, 
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Incoming electronic entertainment from across the globe 


- most wanted Edge checks its teeth for spinach on the way to ECTS 


Transformers Armada (PS?) 


Broken Sword Ill: 
The Sleeping Dragon (PS2, Xbox) 


Siren (P52) 





Gregory Horror Show (PS2) 


(P52, GC. Xbox) 


[PlayStation2] SCEE 


STALKER: 
Oblivion Lost (PC) 


Bujingai (PS2) 


Fu-un Shinsen-Gumi (PS?) 


Phantom Dust (Xbox) 


Time of Defiance (PC) 


(PlayStation2) Konami 


Nebula Echo Night (PS?) 
Rogue Ops (PS2, Xbox, GC) 


Ghosthunter (PS?) 








Full Spectrum Warrior (Xbox) 
Ford Racing 2 (PS2, Xbox, PC) 


Prescreen Alphas (varous) 


(PiayStation2) Tecmo 





lig 


(GameCube) Ubisoft 
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consequence, they become the subject of a 
fierce battle between the two old 5 
It's interesting to note that despite not 
being the game's invention, the way the hiini- 

cons function — bolt-on accessones which 
augment firepower and enhance capabilities 


a very videogame idea. As a consequence‏ ئ 


Tey Sil slab hapiy as a way of controing 
Drogress 5 Y arci axplorabon n the 


gama. Melbour ne House knows the 
importance of gratifying a player, and it hopes 
that the discovery of each new Mini-con wil 
produce the same tingle of excitement as do 
the chests in Zelda. 

Some have straightforward functions 
such as missile capabilities or extra shielding, 

Jt they become more tactically significant 
"i they offer invisibility, night vision, or 
convert your Transformer into a glider, Each 
Mini-con puts a different drain on your 


: ٢ 


hours have been spent messing around in 


Bul the inclusion of jeeps 





y a rational extension of the 


game, and their use i5 often raboned and 


controted vou for the 


othing prepares 


0509/۱7 or Charging up the steps Of an Aztec 


-— Pe 


temple in a truck. Garnes are good because 
they lel you do things life normally doesn't let 
you. Which means thal games are even better 
when they let you do things games don't 
normaly let you do. And however at one with 


ras 


the handing an ordinary racing game allows 
you to become, only as a Transformer can 
you truy De the car 

The pivot of tha 'Armada' cartoons, toys 
and now the game is the discovery of the Mini 
cons, a third race of tiny robots who can 
attached themselves to the larger robots like 
kindly parasites, lending tern their abilities 


while leeching a little power. As a 
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The game has the potential to be unusually beautiful, with lush rolling levels and dynamic cut-scenes by 
the Japanese studio responsible for the hugely impressive Soul Calibur Il cinematic sequences 


jungle. Good foliage cover and 
enemies approaching from tne river. 
— —— Years of gaming experience mean 
ou have no hesitation in what to do next. You 
strafe right, half-circling them before taking 
out the leader with your sniper scope, But that 
gives them a bead on your position, so you 
switch to missiles and thunder down the 
slope, momentum adding weight to the melee 
attack which downs the last survivor. Quite 
1a days work for Edge. And then 
you tum into a sports car and pull doughnuts 
amongst the smouldenng E, 


Edge isn't excited about Amad 
"However at one with the handling an ordina 
racing gam e allows you to become only as a 
Iranstormer can you truly be the car’ 


because its Iranstormers. Wel, it is, but that's 


of the brand has ahw 


Vays hinged on simple, 
stereotyped and unusually sound reasoning 


"Boys love cars. Boys in 
a robal 


ie robots. Le 


ts make 


és 


thats a car" Perhaps inadvertantly 
(perhaps not) Melbo urne House has twisted 
the equation to make it fit its new market 
"Gamers love shooting things. G 
driving fast. How about. 

Edge isn't claiming it's the first game 
where you get to drive and shoot, Too many 


amers love 





Although the Transformers move heavily, 
they never appear to be clumsy or slow 
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veloper in-house (Melbourne House) 
Australia 
May 2004 
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We never thought we'd over get excited about a Transformers game, but Transformers Armada could 
be the one to break a curse that's festered for nearly 20 years, since the dreadful Commodore 64 game 


an almost fatal hit, he will be transported 
Dack to HO, and you can repair and re-jig 
your Mini-con configuration before returning 


to the last checkpoint. 


The scale of the levels is not jus! 
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turn into a helicopter and pursue. Also, any 
Decepticlones you previously dodged will 
come back to haunt you 

Historically, Transformers Games have a 
bad reputation, but it looks like that 


may be about tà change. 
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earns i5 more complicated 





Licences always bring their ow 


mitaions, and the challenge Melbourne 
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action game when neither the Transformers 
nor the Decepticons could ever be killed 
3utright. Its solution was to Invent the 
Decepticlones, a gratitvingly explosive drone 
amy who can be destroyed with a clear 


conscience. Should your Transformer take 
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room entered, removing any risk to the sense 
of atmosphere or the strength of the story by 
exposing it to repetition and player frustration 

But for all the innovation, every effort has 
been made to tug at the memories of loyal 
Broken Sword players. George is still voiced 
by the original voice artist, which adds an 
incalculable sense of continuity to the new 
look of the game. There are also quotes, boll 
in the conventional sense of lines lifted 7 
earlier incarnations, bul in 3 visual sense too, 
engineered by moments when a character's 
animation echoes movements from a previo 
game. Puzzles still require lateral thinking anc 
mental resourcefulness, but the shift into thre 
dimensions gives the game a chance to poki 
its way into all sorts of virgin lobes. No longe 
limited to wrangling objects from one locatio 
to another, the player has to think more 
spatially, and get their hands much dirtier. 

The pace of the game, and the safety 
nets in place to protect the player from 
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code, a balcony shot was filled with the brown 
shadowed side of the building. Dissatisfied 
with the monotony of the composition, Cecil 
moved the camera, requiring the creation of 

a café and a sunny side street. The result is 
not just a prettier picture — the change much 
more effectivaly communicates a sense of 
place [see screenshots on opposite page}. 

It's not a game of short, sharp shocks. 
Despite sorne sections having an air of Tomb 
Raider about them, the player is never 
required to manoeuvre George pixel by pixel. 
There are no ledges to tumble from, no jumps 
that can fall short. Once players have 
determined their route, they can rely on the 
graceful athleticism of the characters to 
execute it. Ensuring that players never die of 
gnorance, the game rescues them from 
potentially fatal situations with a tiny cut-scene 
outlining the danger. Once warned, however, 
you are on your own. But should the worst 
happen, the game restarts from the last 
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team at Revolution are going to to ensure that 
anyone who plays Broken Sword enters into a 
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Insider information on an ancient conspiracy? 
t lge hasn't 


always been n a traffic warden... 


The richness of detail can border on the overwhelming, but a discrete blue twinkle always targets the player's 


attention to objects of interest, meaning there is never any need to wander aimlessly pressing X 


[— ——1 dge doesn't mean to be a gossip, 

— | but there's something you should 
know. Cnarles Cecil loves you. 

He told Edge so, you see - or, rather more 

convincingly, he showed Edge so, as he 

outlined the exhaustive efforts that ne and the 


world which is beautiful and engrossing. 

The Sleeping Dragon's remit — to extend 
the narrative strength, cerebral challenge and 
visual beauty of the Broken Sword series into 
three dimensions - has been detailed in 
previous issues of Edge. When games are 
nearing completion, a developer's focus often 





Face to face 


becomes tighter, identifying smaller and 
smaller problems. But, as Edge suggested in 
last issue's "Ten Commandments’, it's these 
not-so-trivial details that can puncture an 
othenwise successful game. 

Sometimes, game designers' obsession 
with the cinematic can overshadow more 
mundane considerations. In Broken Sword, 
however, its fixed camera and exploratory 
nature mean the cinematography is crucial to 
producing a satisfying game experience, and 
Cecil is watchtul of every tiny detail. In 7 


ree dimensions 
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Broken Swort's facial animation system 
can be used to set the cur of the lip or 
the narrowing of the eye. Tiny variations 
in the settings can produce emphatic 
changes, from scepticism and suspicion 


to flirtation and surprise. By producing 


an accessible tool, Revolution has 
allowed the scriptwriters to retain 
control of each characters face, which 
should ensure the best possible 
correlation between the tone of each 


line and the look in each eye. 
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The ‘action events’ (left) that pepper the game 
require a quick eye, but reward you with dramatic 
and unexpected sequences which could never be 
accomplished within the game's usual controls 
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managed through icons mapped to four 
tion buttons. These change a ding to 
, giving options tà pick up, examine, 


1 a balcony or jump over a chasm, 


hings stand, the ge 


the most context-likely command acti 


tne main button. Which works fine unti 





Format: PlayStatio 
Publisher: SCE 


Developer SC 





Origin: Japi 
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hatever happened to the village of 7 T] as? ks,‏ اغ 
s‏ و : 11 Ti | "ll li i / Hanyuda, Edge is confident that it‏ ۱ 0 
A 1 1 iii | wasn't good. Thinas that leave an 11 a i| WANT 1 Hi‏ 
aftermath of bloodied seas and monstrous | N I M‏ | 
mutations rarely are. The story unfolds over ۸ A "ULM‏ 
three days, seen through the eyes — or rather‏ 
over the shoulders — of ten very different‏ 
characters, young and oid, male and fernale.‏ 
But its telling is not chronological, Play one IT | TIT {EH ll‏ 


character on the first day, and the next 
episode may feature a second character on 


the third day. From their story you might The game is currently viciously hard, with one sho 
I Ii iM discover that the first character has by then يمس ب ی ا ی‎ 
i VITIA become a zombie, so when the game zaps 
۱ i you back to the second day you are on the tune in’ isn't a metaphor. Using the left 
look out for any clues as to how they met their analogue you search around in the static for i 


end. It's a wonderfully fatalistic idea for a Clear signal from another creature, exactly as 
"Wi, ۱ game, although it's not yet clear if information you tune a radio. Once found, it can be set t 
you learn from the future can be used to a face button and then, at any point, you can 
influence the past. switch to see what they see. It opens up all 
As well as character swapping, players sorts of gameplay avenues. Rather than 
have the ability to tune into NPCs’ vision = and having a spurious 'radar' to track an enemy, 
you are forced to make deductions about his 
location from observing what hes looking at. 
hiding behind a box from a particularly nasty 
freak, then rather than nisk sticking your head 
over the parapet, look though his eyes until 
you can be sure that his back is turned, flick 
back to your own vision and shoot him in the 
back of the head. 
it's not stnctly survival horror, since it 
seems at this stage that some characters are 
doomed trom the start, but it does share the 
scarcity of ammo and the hesitant, frightened 
pace that are the hallmarks of the genre. One 
level has you playing as an unarmed woman 


whose mission is to safequard a young girl in 
her charga. Able to issue simple come 
here/run away/stay there commands, the 
combined helplessness of the two characters 


adds to the sense of confined hysteria 
Edge looks forward to this intriguindg i 
title revealing a lot more of itself. 


The characters produce a convincing impression of 
a village blighted by some unimaginable evil 
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private affairs. , . hee 


The punitive Horror Shows take place on a vaudeville stage, 
and while skilled players can avoid them, curiosity-driven 
masochists may choose to deliberately seek them out 
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Having fetched up at Gregory's sinister 
hotel, it soon becomes clear that this is not a 
place for ordinary girs and boys. The only 
hope of escape lies in stealing the souls of 
your fellow freakish quests - a task which 
guies insider information. Talking to other 


earacters may i a few clues, Gut the 
reg Gri Comes ٢ تت انا‎ Your eye (ang 
Edge means pressing ere's a wondert 
UDDEN SOUO|K whan | OOR around) ea 
ther keyhole and observing them as they go 
about their daily routines. Once you have 


secured their souls, it's simply a case gi 
meeting a jive-talking, Swedish-flag-hatted 
anm reaper in your dreams and handing them 


over. Not that that’s the end of your problem 


nce separated rom their Souls, guests 


pursige vou tO exact their revenge, subsectir 


iG 


you to a grotesque and damaging Horror 
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enemies multiply = navigating the comadors 


سسښټي 


2:1 ۱١95 an anmxmous Obstacle course 


Survival is a matter of balancing two 


concerns: sanity and fatigue. Just being in 
Gregory s fiop-house nibbles away at your 


mental stability, and encounters with enraged 
guests can chomp a huge chunk of it 


ould it run out, your character loses their 


سل پس my‏ سس = — 

d anû Deco! amaneni Tesideri 
i 

"re E 
انشا‎ Deng awake a flects your tiredness 
which gradually escalates into headaches 

T = 

Bn) Daan. weesp Pesto [ES YOU Sanity 
Dut also advances the games accelerated 


clock. Although the game is divided into 
three nominal ‘nights’, in reality you can cycle 
repeatedly through each 24-hour sequence 
until all the goals are accomplished. 

Gr Tec jory Horror Show Is profoundiy, 
deticiously, hilariously shocking. Mutilation 


and masturbation are alluded to with 


erie ant "tno he MƏ تیه للا‎ SEE WI 
IOWaSIUS arm Mind ot obscenity — The story m 

Dry ever as Oe C as ^ 

mag 3 LIVE I نا‎ Wd nec a 

ihe magnifice haracters and the irresistible 
ure of peeking into peoples keyholes, 


ts enough to make Edge squea 
And hide in a wardrobe 
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dge doesn't usually concern itself zombies. By killing them with the dagger the 
= with shoes. but it knows for à fact Prince can reclaim the sands, which enable 


that there is om ine nest layer of him to control time and unlock tne secrets of 
suede between the Prince of Persia s teet and res mystenous Dade 


[1 


the marble of the palace floors. Not because Moving is liberating and intoxicating, 

it can see it, because it can feel it in the soft whether it's running up walls like Jackie Cnan 
surety of his grip, and informed precision of his or swinging from flagpoles like an Olympic 
movements. Ideas of whare to go next travel parallel bar medallist, It makes for an 

from Edge brain, down its arms, along the unhindered translation from imagination to 
controller wire, into the Prince's body and out execution. Almost as fast as you can concelv 
through his swift suede boots with the of a manoeuvre, the Prince performs it with 





absoluteness of lightning earthing itself. ٧٠ sure-footed grace, It's a game that says at 















Sands of Time is playing very nicely indeed every tum: "You can' 


The plot introduces tha Prince as Combat is based on attacks, blocks and 


headstrong aagressor, looking to bring glory dodges, but from these three buiding Docks 
on himself and his family. During the looting are conjured endlessly unexpected aerial 
and burning of a rival Emirs palace, the acrobatics that leaye you awed bul never 


Prince discovers a magical dagger and an bewildered. Vaulting over enemies, cart- 
enormous hourglass. An evil vizier tricks the wheeling and wall-spnnaing, the only th 5 
Prince into unlocking the latter with the former that gives them a chance against the 6 
and the sands of time are released, turning their ability to teleport. And their nasty habit o 
everyone they touch into glinting-eyed coming back from t 





ie dead 

Notes of caution? One central puzzie is 
poorly laid out, turning the challenge into 
figuring out what to do, not how to do it. And 
although the camera provisions are generous 
normnally user controlled, ۸ is possiDie To 
switch to firstperson and general room views) 
there remain the inevitable glitches, particular 
in tight comers 

The Sands of Time looks set to remain tru 
to the spirit of the onginal without resorting to 
trading off nostalgia. Edge can't wail to 
step into the Prince's shoes for rea 


A favourite title at both E3 and ECTS, The Sands of 
Time is shaping up to be one of the most 
impressive titles for PS2 this winter 


The time lord 


The Prince can command time to run 
backwards with his dagger, so even after 
leaping to his death it's possible to watch 
him spring slowly back to life. Speeding 
up and slowing down time are vital for 





In a novel twist to combat the dreaded ‘instant 
death’ syndrome, the Prince can use the mysteriou 
sand to reverse time and undo those fatal 55 


negotiating the blades, spikes and 
pittaits that will be familiar to anyone who 


played the first game. In combat, his 
dagger can be used to freeze some 
enemies while he dispatches others — 
crucial during later mobbed attacks. All 
of these temporal hi-jinks use up his 
Precious supply of sand however, and 
must be used carefully 
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ast issue Edge decided to ditch the 
FPS as a Genre, a decision taken to 
enable us to better represent the 
huge range of styles contained wilhin games 
that put you behind the eyes of someone with 
a gun. We were just in time. Oblivion Last 
ipoks likely to stretch the old terminology to 
breaking point 
After a second, unexplained, explosion at 
Chernobyl, the anny closes the area, and the 
only people willing to venture Into the 'Zone' 
are bounty hunters, hoping to profit from the 
strange artefacts than can be found there 
The deserted city has a beautiful, muted 
malevolence to IL, but it's even more sinister 
than It looks, since the nuclear disasters have 


Litated local creatures, twisting their physical 


Hms and gvino them powers suon as 
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access to the same equipment and 
niormation. Each has his own distinct 
personality, and ft will be possible to do deals - 
or form uneasy alliances with some of them Tm 
Its an idea which means the game should 
be inherently well balanced for multiplayer 
games and should calibrate the difficultly lave 
in response to your own abilities, since the » p 
more valuable kit you find and the 6 p N | ٧ ^ | 011 
Stalkers you cross, tha more will come LUI 1 SUT JA T NTE | 
| mmm To 
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The emphasis on realism means the umm sil pr MA 


looking for you 


piayer must consider heath, stamina, food 

supplies and radiation levels, Your red gauge 
SNOWS not near Dut Dibod = when wounded 
you will leave a trail and weaken unti you can 


Bind somewhere to p 
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hunger is over-powering, you can risk eating a ! د سسیا‎ 
mulated rat — Dut es better Nave some dili a 
vodka on hand to counter its radioactivity. Im": 
Guns will wear out after their real-world life 
expectancy is exceeded and older vehicles 
steer poorly and won t start first time 

With around a million intr gung u jeas fot 
ner game, and as yet no concrete framework 
within which to implement them, Edge can 


ey 


only hope that SUS eyes aren't too big for 





its stomach. Although, allowing for the kind of t Hani l | i MD i 
| Ln i 
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The shrieking 5 f anation of teenage girls may be all 
hat s betw een the human race and its annihilation... 

















t's the future and stuff has gone wrong. Videogames tend to 1 
have a reliably pessimistic view of tha fate of the human race, | a Buai 4: Aes ps i 
but Red Entertainment has put its faith in an unlikely source of E ا‎ B" di. " شا‎ 
salvation. Buyingai’s hero is modelled on J-pop superstar Gackt (Edge Dd 
can only assume the name drips more disdainful cool in Japanese than 
it does in English), who has also performed the motion capture for the 
animation and recorded the dialogue. 

Fighting the waves of enemies is as much about movement as 
combat, since Gackt can wall run, grab onto bars and fly short 
distances. As a consequence, the combat system is deliberately 
designed so that most of the moves you can do on the ground can also 
be used in the air. As well as attacking with his twin swords, Gackt can 
hurl fireballs and unleash earthquakes to 
flatten hrs enamies - and all-important 
combos can be sustained by powering up 
your shield until it functions as an automated 
guard and counters your opponents blows. 

GunGrave showed that Red knows its 
stuff, and Bugngar should expand on that with 
a Greater reliance on exploration and a better 
fighting system. Gackt, meanwhile, has to 

34 J return to his day job. Edge trembles to think 
3D combat games have proved hit and miss. : : : 
Bujingai will need a reliable camera and careful what'll happen if his next single doesn't zo 
balancing to succeed where Devil May Cry 2 failed make number one. ai 








Magic use depletes the pink bar (bottom left) 
and a greater range of ‘spiritual power’ attacks 
become available as you progress through the 
game and defeat the obligatory bosses 
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FU-UN Shinser 








The designer of Solid Snake and the makers of Sword 
of the Samurai team up for a samurai team-up 


art RPG, part squad-based ATS, this game puts you in the role 
= of a member of the Shinsen-Gumi, the elite Sarnurai force 
which policed the streets of Kyoto when, in the last days of If 
Tokugawa Shogunate, an influx of rebels were threatening the peace. 

Although a selection of characters are available from the beginning 
of the game, it’s possible to edit and customise their profiles. During the 
day you patrol the lavish city, asking questions and looking for clues = 
not that you can afford to let your guard down, since you run the risk of 
ambushes and traps. Once you have located a rebel hideout, your team 
of four swordsmen hack their way in and dispense summary justice, 
These bloodbath battles in the confines of deformable houses look likely 
fo present a very different tactical challenge from the more open 
missions which take place in the countryside 
beyond the town, 

Returning to your HQ after each battle 
allows you ta change your clothes, equipment 
and the configuration of your team. A 
twoplayer mode is promised, but no details 
are available as of yet. 

If Genki can satisfyingly integrate squad 
control and the sophisticated swordplay of its 
earlier titles, then Fu-un Shinsen-Gumi should 
do justice to one of the most clacular تل‎ 
periods of Japanese history. [EC 
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Deployment of your team is achieved through four 
icon commands (attack at will, attack my target, 
protect me, defend our position), although it's not 
clear how the control scheme will be arranged 





The detailed and historically accurate character 
design gives a great sense of camaraderie, and 
makes it simple to identify your men in battle 
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Format Xbox 

Publisher: Microsoft 

Devcoper. Inhouse 

noire Japan 

Releases 2004 Japan), TEC (UK) 


Aicrosoft hopes 


fter the announcements of Magatama and Dinosaur Hunting, 

/ Microsoft's assault on the reluctant Japanese market 
|__| continues with Phantom Dust = a Japanese form of gameplay 
in a Japanese setting produced by Japanese developers, exclusively 
(so far) tor a Japanese market 

Tokyo has been spectacularly ravaged, and the strange dust of the 
games title has driven its inhabitants underground, Only the most 
daring venture topside, where they take advantage of the fractured 
architecture to battle against each other, Based on a card system, 
players must collect Skills — there are up to 300 offensive, defensive and 
magical moves available - and then build balanced decks that they take 
into battle. The fully deformable city can decide the outcome of a fight, 
as buildings collapse and crush those under 
them, Any destruction 5 permanent, saved 
onto the Xbox's hard-drive and altenng the 
nature of all subsequent battles. 

Although Microsoft is working hard on the 
Al, the game is geared for play against up to 
three human challengers. the company is 
hoping options, alongside 
downsoadabie content and updates, will mean 
the game fuels the uptake of Xbox Live, on 
which it 5 png So marry of its 
Japanese hopes 


that multiplayer 





As well as crushing your opponent, the city can 
also be demolished to provide short-cuts, or 
used as cover against an enemy's attack 


Formal: PC 

Puptsner Oxygen interactive 
Develoner Nicely Crafted Entertainment 
Digirt UK 

Fielaase: October 10 





a treat in store... the campaigns in this 
o four weeks to complete. But is time on its side? 














aving already been launched as a smallish download on the 

internet, Nicely Crafted’s massively multiplayer RTS has 
_| already managed to attract 1,000 users, in spite of its 
mammoth scope and complexity. Individual games can take up to four 
Weeks to Complete, and although there is the option to play smaller 
campaigns over a weekend or the course of a week, the action doesn't 
stop while players are offline. If another player launches an offensive and 
up to the A! to defend itself - though tne size 

of individual empires miligates against the success of blitzkrieg attacks 
while opponents are sleapmq 
Now the games set for a retail release, facilitating improved 

graphics and incorporating all the content updates that the developer 
has released so far. What's more, although it's 
an online game, it's perfectly playable over 
dial-up modems — although it's probably 
beyond the rather confined limits of Edge's 
own leisure time, and it's certainly not for the 
faint-hearted owing to the elaborate 
diplomacy, trade and combat strategies that 
victorious generals will nee 
this is Clearly a game that rewards players 
according to the amount of effort they put In. 
Which could diminish its massmarket 
appeal, but not necessarily its quality. 


there's nobody home, it's 


The boxed version of the game benefits from 
improved visuals, but the game itself is essentially 
the one that's been available for download on the 
internet for some time now, having attracted a 

loyal and dedicated fanbase of would-be generals 


ed to employ, But 


etiance 


h online games have 





Phantom Dust 


Sometimes you have to destroy to 
ing 1 
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Visually spectacular, the hard-drive dependent 
deformable environments have partly been 
conceived to impress upon Japanese gamers the 
technological superiority of the Xbox to the PS2 
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Concerns about diminishing disposable leisure 
time don't seem to have affected Nicely Crafted: 
Time of Defiance requires hundreds of hours 


Format: PlayStation: 
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From Software abandons schlock-shock survival horror 
and prove that in space, no one can hear you whimper 


pace tourism has hardly had an auspicious birth‏ ا 

‘= | Moustachioed business men and the horse-faced one out of 
۴ 'N-sync seem like improbable candidates to usher In a new 
age of intergalactic glamour. It comes as little surprise to Edge then, 

















that once it does become commonplace, it's all too likely that a freak 
accident will destroy your shuttle, and you'll have to take refuge in a 
deserted Moon base with only your fiancée and dozens of disgruntied 
ghosts for company. 

Each ghost has unfinished business on the station, and the anly 
way to release their spirits is to complete the tasks that haunt them — or, 
more accurately, cause them to haunt you. In order to discover what is 
on their mind, it's necessary to let them briefly possess you. Contact 
with any ghost, however, saps your energy 
and it's not possible to know how dark and 
powerful each entity is until you come into (|i 
contact with it 


Its this uncertainty that From Software is 























It's possible to recon ahead of your position 
using the station's CCTV system, and observing 
the behaviour of ghosts may provide hints about 
what tasks they need you to complete 


I. P ar. 
p CE "M uu hoping will generate an atmosphere of 


foreboding and dread. Details are too 
sketchy at this stage to form any real 
impression of how the game will play, but 
there's absolutely no question that the sterile 





It's not yet clear if the game will require the kind 
of character-swapping puzzle solving seen in 
Resident Evil لا‎ or if your fiancée will be playable admirabi spooky. 


silence of the space station Is 


Format: PS2, Xbox, Gi 


| Publisher: Kemc 

| Developer: Bits Studio 
Origin: الا‎ 

Release: December 


A shadowy organisation kills your husband and child. Just as well you're a highly- 
trained ex-Green Beret with a Lara Croft fixation then, isn’t it? 


= | dge hates games that ask you to be stealthy and then don't 
= give you any of the moves or equipment that you need to 
| doso. Rogue Ops can't be faulted on this front, since it 
dispatches its sassy heroine to uncover the inevitable global conspiracy 
with a full compliment of night sights, shunkens and the ability to hide in 
cupboards... if that's whats needed. Missions range from hunting foul- 
mouthed terrorists through booby-trapped sewers to light-fingering | 
cultural artefacts from high-tech museums. | t B | 
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The game places strong emphasis on the bloodless kill. Creeping 
wT Hee تت‎ 


up behind-an enemy allows you to trigger a combo wheel. If you can ET PA diis - 
copy the onscreen instructions in time, then you are rewarded with a let 1 
balletic and silent neck-snap, Fudge them and the guard will turn, J 
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triggering the alarms and ruining your day. pn A ٧ -4c 1 " ni 
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Bits is aiming for an adult tone throughout the 
game, both in the grisly actions you are 
sometimes required to take, and in the dialogue 
which is, by turns, aggressive and explicit 







Some sections require just as much = 


brainwork as footwork, and many puzzles ' 
have multiple solutions. ' 
There's a lot that needs fixing here, l mem 
ranging from the niggly (pick-ups aren't iagt ad 
displayed clearly) to the serious (context 3 
sensitive movement commands are 
unreliable), but Bits has plenty of time in hand. 


And Hogue Ops certainly has all the 
Climbing is only possible where a trigger is 

displayed. It's a system designed to simplify 
things, but can occasionally be a little fiddly 


ingredients at the ready to satisty those 
who are weary of guns and gung-ho 
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Release: November 


Previnush in Et24, E125 


sony brings together the third place and me fifth dimension in a 
abandoned school and then sends in the cops. What could po sib y go wrong? 


| chool basements are inherently sinister places, particularly 
—» | when inhabited by the uneasy souls of murdered children. As 
a rookie cop you find, in Tae succession, a vast tank of 

















recr died bo a signi camp computer as us all new Ghosthunter 

He explains to you that your task is to weaken evil spirits with your 
ghost-gun, frisbee your ghost-catcher into them, and watch as the 
bloated spectres inflate to the rough shape of a vast distorted beach 
ball and get sucked into oblivion. Your ability to see ghosts is Que to.a 
benevolent spirit called Astral who has taken up residence inside you, 
and, at certain points, can be summoned and controlled. The 
advantage to this is that Astral can access places you can't, but 
contralling her is more reminiscent of 
swimming than fying, which makes navigating 
a complicated building with stairways and lift- 
shafts a هڅ‎ claustrophobic - 0 


For now, at least, it's the usual story of the 
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Ammunition for your guns cleverly comes from TIT ۳ ij "hn 

the ghosts themselves, as direct hits chip off little 


j | camera needing the most work. Despite a 
plasmic shards which replenish your supplies L4 & 1 1 il m i T 


choice of three modes. you are all too often 
left staring at a wall or at yourself. And despite 
the gorgeous quality of the character models, 
Edge would rather be able to see where it's 
going. Especially when where it's going 





Astral can only be summoned at set points in the 
game, often locatated in dingy bathrooms. As 
is à Spooky school basement. F new ghosts are captured, her abilities increase 
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Previaushy in E118, E125 


A new Poma is stalking Raccoon City - the 
fragmented nature of Europe's network system 


| fter proving one of the more popular booths at the PlayStation 
Experience, enthusiasm for Outbreak has been dampened by 
doubts over whether the game will be online in Europe. Its 
producer, Tsuyoshi Tanaka, voiced concerns in a recent interview that 
due to the ‘dificult’ nature of Europe's network systern it was 
impossible to guarantee online capabilities. 

It wil be a great blow to the game if the co-operative possibilities 
remain inaccessible to European players. Although, after years of lonely 
wandering around Raccoon City, finally having some. company around 
doesn't seem have the impact that Capcom might have been 
expecting. Edge watched players delight in undermining the grim 
atmosphere of the game by stuffing their wounded team-mates into 
cupboards and jumping out at each other. 

















"€ Ced ie Entertaining enough, but it perhaps adds 
سب رن‎ weight to Capcom's decision not to make the 
= n cM LE L : : 
«x x هوه‎ E game headset compatible. 
DI ٢ TI = 1 i : 
; H Capcom ls working with Sony to try and 
The failure of Japanese developers to bring online 4 il ' 5 tibility, but will h t 
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games to Europe is a worrying trend. While Edge ! if 11 , ensure network compeatbWN, UE MM MEN: tO 


make a decision at some future point whether 
to abandon online plans and instead bring the 
eee ier game out in time for its 

ospective May 2004 release. Should the 
Of onine game prove viable, work on it 
could mean further delays 


acknowledges the difficulties, it seems that , i ٤: 
solving them is treated as an afterthought, not Wi Bo cur سو سه"‎ 
as an integral part of the game's design i 
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Format: Xbox 
Publisher: THO 
Developer: Pandemic 
Origin: | Us 

Release: Spring 2004 








Previously in 5 
































|| i-a 
NE LU 
TH | | ۳ T 
1 [ira tive, nonm T ٧ 





Full Spectrum Warrior works very hard to make 
you weigh your soldiers’ lives very heavily. 
Positioning your two teams, selecting their 
targets and weaponry and coordinating your 
attacks produces a vast number of 
configurations, of which only the most 
tactically sound will end in success 


Format: PS2, Xbox, | PC 
Publisher ; Empire 

Dien iei Oper: نا‎ 
Origin us 

Release: October 31 
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Unlocking historic Fords is pleasingly compulsive. 
but the game itself needs a lot more care and 
attention if it's to distinguish itself from the pack 
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Two squads, eight soldiers, two basic commands. 
Full Spectrum Warrior isn't nearly as simple as it looks 


== 


Ove and attack. In videogaming terms its laughably limited,‏ اا 

| | but in the reality of combat zones, these simple decisions 
لسا‎ become terrifying responsibilities, Full Spectrum Warrior gives 
vou no direct control over your men, requiring you to move them in 
methodical stages through streets where every doorway, every car, 
every side street contains a potentially lethal threat, Once you have 
selected your position, weaponry and targets, your troops carry out 
your orders with trained intelligence. Watching them flatten themselves 
against cover, or manoeuvre to stay clear of each other's line of fire 
makes you even more determined to see them home in one piece. 

The rigid reality of the game doesn't just extend to the player having 
to obey real world rules of engagement about team deployment. Each 
soldier has his own personality, and is likely to 
shirk orders given by someone he dislikes, or 
abandon an ordered retreat to attempt to 
drag back the body of a fallen comrade. 

Missions will vary in scope and lenath 
and, thankfully, headset enabled cooperative 
play is confirmed. Finally, although the very 
human nature of the squads makes violent 
death-matching unlikely, Pandemic is 
looking at implementing paintball-style 
competitive options based on actual = 
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The focus of each soldier can be fixed 
individually, with a firstperson perspective = 


showing his visual range by blurring the periphery US Amy training 55 = 
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The Ford Model T was the first car ever produced on 


A generic vehicle developed to appeal to the masses. Sound 
1 0 





an assembly line. 


familiar? 


| o you love Ford motor cars? Maybe you re more of a Chrysler 
| man, or perhaps you can only get excited about Morris 
Minors. Whatever the case, diving games licensed from just 
one manufacturer is an odd concept (Sinclair's C5 apart, naturally). Here " ji 2 t inimi 4 
you have the complete history of Ford in one digestible package, idee 
everything from the 1955 Thunderbird to the new 2004 F-150. Surely 
that's got to appeal to someone, hasn't it? 

It's actually quite a draw, unlocking cars from down the years and 
seeing how they perform on racing ovals, rally courses and city streets. 
Delve deep enough and you will even discover a Gran Torino, though it 
handles less energetically than the one featured in Empire's Starsky & 
Hutch. Gran Turismos influence is stamped all over this, at least 
superficially, There are driving tests to 
complete, there's the catch ‘em all structure 
and the cockpit display is near-identical. 

Sadly, plenty of work needs to be done 
both in the visual and handling departments if 
this is to compare favourably with the game it 
so indiscreetly mimics. Take off over a hump 
in the road and the car floats back to the 
ground with a less than satisfactory sense of 
gravity. As the old adage goes, there's still 
time... Edge just hopes this game isn't 
firmly rooted in a technological past. 





Visually Ford Racing 2 is competent, but the 
sensation of speed needs improving if it's 
going to seriously compete with Gran Turismo 4 
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Astro Bo Battlestar Galactica Chain Dive GunGrave OD 


Format: PlayStation? 





Publisher: Sega 
Dig vesoper: RedE Entertainment 


Format: PlayStation? 
Publisher: SCE] 
Developer: In-house 





Offering arenas three times the size and a refined 
3D engine, the second episode of GunGrave also 
promises scenery which can be strategically 
destroyed with your Ultimate Demolition Shot 
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The twoplayer co-op mode is working well, with 
inventive level settings and a time constraint that 
makes things hectic rather than grimly stressful. 
Edge still fears the white Pikmin, though 
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Armed with an ice blade, the hero of Chain Dive 
must defeat an invading allen horde by swinging 
from point to point with his plasma whip. Sort of 
like a high-tech Tarzan, Edge assumes 
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The hand-to-hand sections shown at ECTS were 
a little pedestrian, but the vertiginous gliding 
sections and strong characters suggest Eden 
may pull its ambitious adventure together 





Format: PS2, Xbox — 
Publisher Vivendi Universal 
Developer: Warthog 
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Giving you the helm of a prototype Viper as à 
spunky young Ensign Adama, Battlestar 
Galactica promises full-scale wheeling space 
battles agasint the Cylons. More next issue 


Half-Life 2 


Format PC, Xbox 
Pub ahar; Vivendi Universal 
Developer Valve 
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New shots but little new information, apart from 
the announcement that Valve will be making the 
game available to download online, in several 
different versions, with varying amounts of extras 





nat Game Boy Advance 
Pun: she n Ireasure 
Derepiaper: Hitmaker/Sega 
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Synchronized with a remake of the original TV 
series, Treasure is working on an airborne laser 
powered adventure for Astro Boy. The old 

UGA team will be working on a PS2 version 


LOOM .3 
Format: PC, Xbox 
Pub fisher Activision 
Dey elope id Software 





Very pretty, but also pretty predictable. Doom 3 
refuses to integrate current FPS convention, 
preferring to remain stuck in the 20th century. 
Still, a thrilling ride is at least promised 








e Touching Game 


Who needs post-pub gaming when there's in-pub gaming? 
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Ine touching Game ٧ 


efore EyeToy there was only one console which could huddle 

Edge around the screen, arms flailing and heart pounding: 
bedient. i 
software: Erotic Photo Hunt. Thousands of "BOs lat ef wit bad 
vli pdt ol 

The balance is impeccable. Each picture is partnered bya — 
copy that hides five Photoshopped differences. Find them all 
within the decreasing time limit and you progress. Touch the 
sten m مب توو وسو‎ anc ode OD 








the gameplay. Mur ومهم‎ RR QUU Ros to the 

human focus of the picture, and it requires an effort of will to 

scrutintse the potted palms, banisters and motorbikes that can TELE 

disguise so many discrepancies. Veterans come to dread the | | | 

bathrooms and cringe at the sight of ocean liners. 
i This is some of the purest twitch gaming available. The human 
visual system relies substantially on the brain's ability to detect the 

differences between images, and playing Photo Hunt at speed is 
افا ااا د‎ like getting to spy on the private workings of your mind. Again and 
conscious awareness of where it's going to land. But when it 
does, a green circle blossoms around it and a cheer goes up 
around you. Sometimes your brain is smarter than you ane. 

As the high score beckons and the time gets tighter, bodies 
press closer, converting Edge into a single multi-armed monster - 
like the terrifying woman from Project Zero. As more people are 
drawn in, those at the back must Mr Tickle their way through the 
press of bodies if they want to reach the screen. Forget the 
tactical demands of Ghost Recon, no one can hope to scale the 
heights of erotic difference without some serious co-ordination. 
“Shorties at the front, beanpoles at the back... you take pants and 
I'll take earrings." And there's no greater show of gaming prowess 
than the solo five. It's a matter of keeping cool and keeping 
methodical, even when the smoke and screen are making your 
eyes fizz and your mind is plagued with doubts. 

It would be easy to sneer at Erotic Photo Hunt, but unfounded 
and short-sighted, as this is gaming at its most accessible, 
Instinctive, convivial, rewarding and no controllers, combos or cut- 
scenes between a newcomer and the game. Edge doesn't 
think it's the future, but it sincerely hopes it's a part of it. 
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Inside... 


Sega Japan 
Formed in 1954 by a US businessman, Sega went  ' 
on to become one of the industry's biggest players. 


But the last two years have not been easy for the 
former giant. Edge talks to a company in transition... 
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The new Altered Beast lets you transform into more 
than eight different creatures, such as a werewolf a 

dragon and a minotaur. It's currently a PS2-only title 
and indicates Sega's new commitment to the format 





Nagoshi-san summanses the new mood 
like this: "In the past Sega's philosophy was 
technology first. Second it was about passion, 
creativity. And third it was about marketing. It is 
the other way around 187 EA. Now for 3 
there's no emphasis on what comes first, 
second or third. We need a defined objective in 
bringing solid content to users. Its all about 
content now." 

EA again? Unprompted, the US 
corporation is mentioned several times by both 
Oguchi-san and Nagoshi-san. It's as if Sega is 
both envious and disparaging of EAS 
publishing model. There's definitely a sense 
that Sega is desperate to get a foothold back 
in the US and there's much talk about 
strengthening its US and European ties 
Oguchi-san admits that Sega has been 





these new consoles in the near future. 
Concerning PS3 and Xbox2, | don't feel as if 
there is any new feature to trigger a similar 
renewal for users, So for the moment | am not 
really in a hurry to jump onto these new 
consoles. At the moment, the current 
platforms are more than sufficient. Until now 
the hardware cycle was three or four years. We 
had sprites with 2D then polygons with 3D 
then followed with complex textures and DVD, 
But when we talk about the next generation of 
consoles it's all about improving CPU speeds 
and it's not clear what's new in this hardwara. 
So from the consumers' point of view, why 
would they want to renew their console? 





be applied to every kind of qame. | want to 
focus on originality. If not, the videogame will 
become a small part of a large merchandising 
machine. It is important for the videogame 
industry to develop a very strong original 
content besides realistic ones. Even though I 
am busy | play games a lot. | can't remember 
how many millions of enemies | have killed by 
pressing a button with my finger. 


When is Sega going to start developing for 
Of course | have spoken to Sony and 


Microsoft about PS3 and Xbox2. But it is not 
clear if users are going to change massively to 


is a lot of crazy, different influences inside. Not 
everybody understands what Edge is or what 
Edge means. it is the same for Sega and only 
the people who understand will understand. 
So it is very important to have EA's model and 
Sega's model.” 

Edge is given copious documentation 
outiining Sega's new philosophy and structure. 
A4 sheets of paper headed with banners such 
as ‘Return to Origin’, “The Excitement 
Company’, and ‘Total Entertainment’. Sega 
has streamlined its operation, restructured from 
nine R&D studios to six, and has established 
one holding company to oversee them all. The 
president believes that the new Sega will be 
more discriminating, smart and focused. 

ts a sentiment reflected by Nagoshi-san, 
who now helps oversee the creative output 
from all Sega's divisions. "Sega was split into 
too many entities, which was okay at the time 
because it allowed each division to complete 
its own series and IP. But when it came to 
creating new content we didn't have a means 
to accomplish our vision. The reshuffie was 
about reaching a defined level of quality." 

The documentation outlines a move 
towards a widespread (the word 'massmarket' 
is avoided) audience "including adults" and 
online and mobile content is to be a strong 
revenue straam "to prepare for coming home 
network entertainment.” On paper it's all very 
impressive, but it's no more concrete than any 
PowerPoint presentation you've ever seen. 
Whether Sega can turn the soundbites into 
success is another matter. 


Yu Suzuki and Yuji Naka, but that was a long 
time ago. Now we are about 40-years-old, 
Even if there is a lot of potential still in terms of 
creativity it's very hard to answer a much 
younger audience, So there's a need to give a 
chance to a younger generation of creators. 
For example, when someone brings a game 
project in and it seems great, | will give a 
chance to these new people to make it and in 
two or three years time to become a director. 

| understand that Sega needs to answer some 
market needs, but that's not all. | have to give 
chances to people who have a very strong will 
to make games. For example, GTA was not 
really an answer to a marketing need but the 
strong will of a group of people to make such a 
charismatic game. 


Would Sega be happy producing big selling 
games at the expense of originality? 

For the moment the US market is at the centre 
of the games industry. In the US realistic 
games are popular. Violent, political. This is a 
strong trend, but | think too much reality might 
make people bored. | think that realism cannot 


PS3 and Xbox2? 








The original Altered Beast was bundled with the 
Mega Drive, so although it wasn't very good it was 
sampled by millions of gamers. Sega will be hoping 
this update can bring back good luck and prosperity 


FAQ 


Company name: Sega Corporation (Japan) 
Founded: 1954 

HQ: Ota-ku, Tokyo 

Number of employees: 1771 

Selected softography: Phantasy Star series, 
Panzer Dragoon senes, Sonic The Hedgehog 
series, Virtua Cop series, Virtua Fighter series, 
Crazy Taxi series, QutRun, Space Harrier, 
Shinobi, Daytona, Sega Rally, NIGHTS: Into 
Dreams, Burning Rangers, Shenmue I and il, 
Chu Chu Rocket, Jet Set Radio, Rez 
Projects in development: Arered 515 
Kunoichi, Sega GT Online, Dororo, Phantasy 
Star Online II: Card Revolution, Sonic Heroes 


Interview: Hisao Oguchi 


What's the most difficult decision you've had 

to make since you became president? 

| Iwantto make Sega stronger, to do that | have 

| to be focused on content. To develop it, to 
make it stronger and to make it greater. 


And how will you go about doing that? 

First of all the content should be fun, should be 
interesting to play. So | need people that have 
the right ideas, the right concepts, the right 
mind to make such content. These people 
could be producers or directors. | would like to 
find more and to reorganise the teams around 
these people. 


How do you spot these creative people? 
There are two means: one would be to 
appreciate past projects, the second would be 
my own judgement. If | see a person and then 
speak to them [| can decide] according to his 
reaction after | have spoken to them. 


Could a junior member of Sega with creative 
flair move rapidly up the ranks? 
| was among a very creative generation with 
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focused on Japan too much in recent years; its Spider-Man or Harry Potter on my teams, 
games now need to appeal more to westem everyone would quit,” he laughs 
tastes, Alongside games such as Silly Hatcher Which brings (€ onto Shenmue. It's no 
and the Giant Egg and Phantasy Star Online Ili: secret that Suzuki-san's opus was one of the 
Card Revolution It is not unsurprising to see most expensive ie ever produced 
potential blockbusters such as ESPN NFL and despite the fact thal it remains one of the 
Football and ESPN NAL Hockey in its line-up. most wonderful videogame experiences 

So It's back to origins, yet mindful of available it bombed at retail, Edge asks 
market considerations? The truth of Segas suzuki-san a straight question: will Shenmue || 


new philosophy is difficult to pin down. Indeed, ever be made’ | here's no firm answer. A Nusi 
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Sul is there a contradiction al the near o 
Sega? The young president (Oguchi-san is only 


4.4) constantiy stresses now Sega must go 
back to basics and initiate à new era of simple, 
fun and original games, while concurrently 


tapping into new revenue streams, Including 





outsourcing IP to foreign developers and 


Sega is committed to online gaming and wants 
| A klare fy cis Erb to develop innovative and successful titles for 

hat getting his workers to do both will be mobile handsets. It also wants Sega GT Online 
citt ul "If | had the bad idea of imposing to be the first networked car-based driving sim ۳۱ 


apitalising on licences. The president realises 
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appears in Sega's line-up | will evaluate how 
much originality and new entertainment the 
game would bring to the industry." 

I you're still confused about what Sega's 
new outlook is, and how it significantly differs 
from the previous philosophy then you're not 
alone. Apart from a reshuffle and a tightening 
of the belt it's clear that Sega is in no hurry to 
alter its cee to games. Sega fans are 
special, loyal and fanatical, they won't stand for 

second best. Some would even argue — even 

Tore so than for Nintendo titles — that Sega 

games have a special quality, The president 

assures Edge that the Sega touch is not about 

vanish. With Naka-san overseeing all of 

= jas output, and Nagoshi-san effectively 

acting as his second in command, vibrant 

content is not goi nq to fate away. 

"In today's Sega garries, after you play the 
garnes, users have a good feedback," 
reassures Nagoshi-san. "They have a good 
feeling about originality and a game's balance, 
This is particularty true for Smilebit and AV. 





What has the response to F-Zero been like in Japan? | 
The feedback has been great, both from light and | 
core users. People seem to really like the internet 


ranking system. 


Some believe there is a bug in the game, referred to as 
the 'snake technique'. What's the truth about this? 

It's not a bug. It was put in intentionally. On Nintendo 64 
there were similar techniques with drifting. | thought a 
long time about whether or not to put this feature into 
the game, then | realised that a number of users who 

are speed junkies would be really sad if there was no 
such technique in the GameCube version. However, 

this technique is still hard to do and it is not possible on 
avery circuit. 


But doesn't this unbalance the ranking system? 

Yes indeed. | know this can damage the ranking system. 
We had the idea to try and locate who was using the 
technique and who wasn't, by having two parallel 
rankings. Yet it is a technique among all the permitted 
techniques so we decided to just have one ranking. 


Can we expect another Super Monkey Ball, perhaps an 
online version? 

| know that the series has room for three games, but not 
for the moment. 


Suzuki-san shrugs his shoulders, looks down 
at the table and eventually says, "Not yet." 

The reaction is understandable. Shenmue, 
and its magnificent sequel, represent the kind 
of epic, big-budget risk that Sega cannot afford 
to take any more. That's not to say the game 
will never be made, bul Sa curt 
answer indicates that it won't be put into 
production any time soon. Edge wonders if 
Ryo will ever get to avenge his father's murder, 
or forever remain in his Guilin cave. 

But Edge is also aware that sacniices must 
be made if Sega is to grow stronger. Put 
yourself into Oguchi-san's suit. Would you take 
such a high-profile nsk when all the evidence 
suggests your game is going to make 
another loss? Yet he's keen to ameliorate such 
disappointment by stating that the restructure 
will not stymie innovation at Sega. When 
talking about Rez he's passionate. "I think there 
is a lot of room for this kind of game. Normally, 
we wouldn't make [a game like Hez] again if il 
fails to sell, but since | now decide what 


Are you involved in the marketing approach of 

Sega games? 

Alona with Naka-san | am at the top of the development 
process. Along with checking that development is going 
well, we are in charge of deciding which projects to 
develop or not. In that perspective we have a lot of 
control over the coming Sega line-up. Our task is to 
evaluate if a project should be developed or not but 
also to see if it meets our original expectations. If the 
game is not marketable or is not delivering the right 
content we would cancel it, 


At what stage in the game's development would the 
game be cancelled? 

Bafore it was largely about comment and advice. There 
was not such a harsh and precise process like now. It's 
not that simple. We will not reject a game simply because 
it is not going to sell. When we have a game project, it 
may have good ideas, so we would give it money and let 
the development start, during the one- or two-year 
process we would like to keep it on the rails. Nat going in 
five directions. But if we have one big problem, like a 
technical problem we would like to keep the project alive 
by changing the studio or calling for an outside developer 
that is more experienced in a particular aspect of game 
development. We would not kill it, we would do what we 
can to achieve maximum quality. 
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The novelty of Sonic Heroes is that you can instantly 
change between the protagonists, Amy, Knuckles and 
Sonic, to defeat enemies and overcome puzzles 


Billy Hatcher and the Giant Egg screams Sega. 

it has a loveable hero, a simple yet deep play 
mechanic and visuals to appeal to the audience it 
knows best: children. However, the new president 
is confident that Sega can launch new properties 
with the ability to appeal to adults as well 
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Toshihiro Nagoshi 
general manager, Crealive Center 
Hyakkimanu is the hero of Dororo, a man with 
blades ensconced in his arms and a bazooka in 
his leg. Likely to be Sega's bloodiest PS2 title 
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What Edge has sampled of PSOIII: Card 
Revolution is nothing short of brilliant. A new 
visual style and deep card-battling combat 
should make it a worthy successor to its previous 
iterations. Its online nature linked with esoteric : 
gameplay make a European release uncertain 


appealing before users 
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Kunoichi is the female counterpart to 775 
Hotsuma. It won't be massively different but 
greater agility and new moves are promised 
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with online. One is to adapt games for online. In order 
to do that, we need to have a branch office worldwide to 
get direct feeling from games and users. | cannot create 
online games here, without living in the US. For Daytona 
500, for instance, | went to a Daytona race five times to 


create that game. 


Do you prefer the old days of a purer gameplay 
experience? Aren't games too complex now’? 

| love older games, Wakka Wakka Mole [laughs]. | can 
play old games on my cell phone. | think games have 
very difficult for the public. | think simple games are 
better, but it's a fashion, like car shape 

















Yu Suzuki 


Yuji Naka 


Interview: Yu Suzuki 


How do you feel about your new role at Sega? 

Were you involved in the reorganisation? 

Last year | came to Sega HÛ but | was still involved in 
AM2 work. For the moment the new division is quite 
small, about 30 people. | think AM2 was too big and | 
wanted a structure more adapted to my will and ideas. 

| think a structure between 50 to 120 people is the best 
way to create games. Now | am in the process of building 
this structure gradually by adding the necessary people. 
Your new division, Cinematic Online suggests you will 
be focusing on online games. Is this the case? 

Wall, it is a temporary name. There are two ways to go 
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think games are more like an advertisement for movies. 


You have collaborated with Nintendo many times 

now. Can we expect Mario and Sonic to get together 
ina game? 

Yes, why not? | think from now on there will be more 
chances to speak to Miyamoto-san and think of new ways 
of collaboration. But it not just for Nintendo, the entire 
industry is moving like this, so perhaps there will be very 
interesting projects in the future. Recently Miyamoto-san 
visited us and met Sonic Team, which was very exciting. 


Would you like to develop another NIGHTS game? 

| see NIGHTS as a licence. When dealing with such a 
licence from the past it is quite a lot of work, but | would 
like to use NIGHTS to reinforce Sega's identity, yes. 


Where do you want to take online games in the future? 

| think it is exciting to play with other people in the same 
world. Each day the game is different from a normal game, 
when you are doing the same thing over and over. | hope 
that in the future network games are just called games. 

No one will think about the network anymore. 
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Interview: Yuji Naka 





Documentation suggests that Sonic Team is making 
games for light users. What does that mean and how do 
you differentiate between light and hardcore users? 

If you look at Sega's structure in total it looks like the 
company makes games for light users. But in reality it’s 


difficult to understand what is a light game and what is a 
hardcore game. For example, if we make a game that 
answers fans expectations, does that mean that we are 
doing a game for hardcore users? Videogames are not 
exclusively for adults but also for children. If a game 
appeals to a wide audience from children to adults. and 
this makes it a light game then so be it 


Oguchi-san said Sega will take on more licences. 

But the people we've spoken to don't want to deal 

with licences. How are you going to make licensed 
games if no one wants to make them? 

| would like to keep at least half of the projects original, but 
| would like to use licences. Before when we made a truly 
original game it would seil, but as games went to licences 
it became much more difficult, | recall that when | made 
Sonic and Miyamoto-san made Mario we were directly 
challenging the power of the film industry. Right now | 
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No, not Sonic Team's recreation area but the office where games are cooked up and ideas are added to the Sega creative stew. 
Yuji Naka is now the general manager of the Development Control Center (essentially he's responsible for Sega's quality control) 





mooted and then broken. The president is 


more interested in tapping into the burgeoning 
Asian PC market and creating titles for mobile 
technology, including Nokia's N-Gage. 

The company's TGS/ECTS line-up 
represented the last breath of games from the 
'old' Sega. The superb Billy Hatcher and the 
Giant Egg reflects Sega's back-to-basics 
philosophy; it's pure and fun, but not likely to 
represent the blockbuster Sega needs. While 
PSOll! is a brilliant card-Dbattling variation on 
Naka-san's opus but, again, it will only appeal 
to a niche audience and is unlikely to see a 


release in Europe. Forthcoming titles, including 


Sonic Heroes, Kunoichi, Dororo and Altered 


Beast may go down well with Sega stalwarts, 


but Edge would be surprised if any stay top of 


the charts for any lengthy period 
The new Coca-Cola of game publishers? 


Oguchi-san is nothing if not ambitious. But with 
a stronger European arm and a realisation that 


the market has changed unrecognisably since 
ts Mega Drive days, Edge remains hopeful 
that one of the world's most passionate game 
makers will be resurgent. Just don’t 

expect hardware any time soon. 
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historically, arcade, maybe platform, quite 
colourful, quite briaht, quite family friendly in a 
way. But tha actual reality is quite different in 
terms of the overall content. We've got games 
like Rez, House of the Dead, games with huge 
depth like PSO. But still, in terms of the 
perception, what we're doing is we re looking at 
and acauiring those sorts of garnes that give us 
a more rounded release schedule. That's the 
objective. So, to make amazing games like Rez, 
but then to make sure that, as well as being as 
good as Rez; and as innovative, they're 
commercial, They're going to be demanded by 
the market. 

Now, something like Warhammer... that's 
an interesting one. Because it's exactly what 
isn't perceived as a Sega gama. If we were to 
have launched it at the end of last year, or the 
beginning of this, | think people would have had 
trouble considerina it as a Sega game. But over 
the last six months, and over the next nine 
months, we're marking it very heavily as a 
Sega game. | mean, the company has a 
fantastic pedigree with regards to content. 
This is slightly different, because for a start it's 
a PC game, where we're not renowned for 
huge success. And that's an area we need to 
work on, and Warhammer is definitely a bridge 
to that. It’s very much our intention to have 
more titles in online and MMRPG 
environments, but also PC, as well. And post 
Warhammer launch you'll see other titles from 
Sega of a different genre, but similar in terms 
of being PC and MMORPG. We've got stuff in 
Japan that's being developed for that purpose 
at the moment. 


ls this move towards the PC just for Europe? 
NT: Basically Europe and the US. Because the 
PC market is basically the size of the console 
market. But there are too many titles, so we 
want to focus on the very good ones. And we 
want to make titles, to be honest, that are more 
profitable, compared with the console, 
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perspective. it's all about getting close to the 
reseanch departments, just means we can get a 
far better Sega perspective on what's happening 
in the European marketplace. And that just 
makes it easier for us to make better decisions 
on games we're going to launch in two or three 
years time. It's all about shortening the chain. 


It appears there's much more optimism 
around Sega Europe than there was, say, 
three years ago. 

NT: Yes, definitely. 


MW: | think over the last couple of years we ve 
realised how the market has changed. And 
what weve been doing, ike Teurumi-san says, 
is making internal changes to allow us to go 
torward. And that's taken time; these things take 
time to do, but in terms of the level of optimism 
we've got a small publishing company here in 
Europe, with the back up of some of the best 
developers in the world, Slowly we're aetting 
some of the best developers in Europe (Climax, 
Team 17), so movements are into those sort of 
areas, and employing new people, getting a 
proper marketing and sales department. 5 
great, because you've got the Sega brand 
behind you, which still has a lot of power, and 
some of the best developers in Europe, and so 
many experienced people... so you get that 
feeling of optimism. We're all working to a goal 
for Sega Europe, but we've got a long way to 
go. It's still early days. 


You've been acquiring thirdparty titles - 
Worms, Warhammer. How do you go about 
deciding which are the right products? Which 
ones fit with Sega’s image? 

MW: There are a lot of ways of looking at Sega; 
where we're at, and where we want to go. If you 
were to ask someone in a research group what 
they think Sega is, they're gonna think 













Inside... 


Sega Europe 


devkits are gone, replaced by multiformat demo 
pods and a new-found optimism for the future... 





"wdepanese reinvention clearly carries 
wepercussions for the European branch. But then 
Sega Europe's undergoing a rebirth of its own, 
moving from a minimised life-support operation 
to full-on publishing. And not just as a distributor 

for the Japanese products, either — its 
acquisition of Team 17's Worms SD and Climaxs 
Warhammer Online surprised many, but the 
company's vision is somewhat broader than 
that. Here, COO Naoya Tsurumi and European 
marketing director Matthew Woodley explain 
Sega Europe's statement of intent... 


Why the move into publishing? 

Naoya Tsurumi: As you know, we decided to 
quit the Dreamcast business at the start of 
2001. Coming out of that, our studios were only 
experts for our own platform. To be honest, it's 
very difficult to simply switch to another 
platform. But of course, Sega had to survive, 
and struggled to convert the existing Dreamcast 
tities. That's what we continued to do for one 
and-a-half years, conversions of existing garnes. 
To be honest, it's not enough. And that's why it 
wasn't the right time to relaunch in Europe, as 
it's a difficult market. We wondered if we could 
survive with that kind of title, as a distributor. 

50, we made a deal with Infogrames and 
Sony to distribute our products at the start of 
2001. The contract was two years, and that's 
how long we had to change the studio, the 
market, and so hopefully we can start again. We 
hope, of course. We're not 100 per cent certain. 
Of course, there were so many discussions at 
headquarters - some people say yes, some 
people say no — but my understanding was that, 
while we re a publisher, while we're a developer, 
why not sell our products? Why not 
communicate with the consurner direct? When 
there's someone between you and the 
consumer, it's very very hard to communicate 
with them, almost impossible. 


Matthew Woodley: From a European 


Photography: Martin Thompson 





a lot of very talented people who can catch up 
very quickly. And when we move to the next 
platform, we'll all be at the same stage, and 
well, we have to be big. 


Does the multiplatform status of Sega 
Europe allow the company to be more 
outspoken on issues facing the industry? 
MW: Well, in a way, To be honest, we've not 
been in a situation to comment on the industry 
because we've been so busy getting the 
company, and the new vision together, But in 
as much as we've got very good relationships 
and partnerships with all the hardware 
manufacturers, and we understand their 
business and they understand ours. And in 
that respect we're slowly finding our feet more 
and more in terms of industry perception and 
industry movement. In terms of commenting 
an the industry and whera it's going, on price 
changes and whatever, we'll slowly become 
more vociferous in that area. But it's one of 
those things where we're building up, albeit 
from this fantastic bedrock, and we need to 
get our own house in order first. 


It must be an ideal position to be building 
from, though... 

MW: Definitely beats starting from scratch. And 
from a marketing perspective, the Sega name 
opens far more doors than a new name would, 
or indeed some other names. We've already 
announced some maior deals with people like 
McDonalds = there's a happy meal promotion 
going on in Germany at the moment with LCD 
games. But Sega in terms of a brand, with 
Sonic and Monkey Ball and those titles, it 
makes it easier than it is for other companies, 
because we've got a history and it's a positive 
brand association. 


Conversely, though, there must be a 
significant amount of pressure on you. 

MW: Yeah, | think a lot of people are waiting to 
see what we're going to be doing, especially 
from within the industry. They know we're 
planning something, that we're up to 
something. We're launching games that have 
been well recerved and well reviewed, so far. In 
Leipzig last week, Warhammer and ٤ 
went down an absolute storm. And then we're 





Do you regard EyeToy as a separate platform? 
MW: Well, it is in a way, isn't it? it requires a 
different thought process, different innovation. 


Will we see some change at Sega in order to 
bring about the commercial success the 
company obviously craves? 

NT: Our Japanese and European studios... 
they will not change anything. They guarantee 
to us that we're developing the best quality 
tities, That will not change at all. Even 
developing games in Europe, Japan won't 
allow us to release garnes below what they 
regard as quality games. They'll say no. Like 
you say, under the Sega brand you have to 
reach an outstanding level. The quality 
control is worldwide 


So do games acquired by Sega Europe have 
to meet with Japanese approval? 

NT: Not exactly. But at every milestone they 
check things = for example Worms, or 
Headhunter, currently in development at a 
Swedish studio. They'll say if it's good or bad. 
We're always in communication with Sega 
Japan. Otherwise it would be very difficult if 
Sega Europe decided something and Sega 
Japan went in a completely different direction: 
that would be a nightmare. 


What advantages does being a software only 
company have over the Dreamcast days? 
NT: it's very scary. We have many different IPs, 
which presents a great opportunity. The 
problem today is how we can maximise that IP. 
So actually Sega is struggling to work out how 
we can do that. One idea could be to get a 
European developer to help us. 


Any disadvantages? 

MW: Getting devkits, maybe. We'd have the 
frst dévkits if we were working with our 
hardware! 


NT: Yeah, One is that today, the PS2 
dominates the market - 75 per cent or so, 
right? All developers and publishers have had 
five or six years of experience at developing 
games for PS2. We only started two years 
ago, and that means we're quite 
disadvantaged. But of course | believe we have 


Will you be handing some of Sega's IP over 
to thirdparty European developers? 

NT: Yeah, that's one idea. We have a few ways 
of producing titles. Number one is the studios 
in Sega Japan and Sega America, and the 
titles that come from there. Number two is that 
we acquire existing IP titles, like Worms. 
Number three. we want to utilise our existing 
IP. which will be developed by studios in 
Europe. So we're just starting to talk to some 
of European Studios. Up to today, Crazy Taxi 
Virtua Tennis, etc have been developed by our 
Japanese studios, which makes them 
Japanese. There's something different in 
games developed by European people, some 
culture thing, something we definitely need. 


So do you think that Sega Japan's games 
might be too Japanese to get the 
massmarket European success you crave? 
MW: It's not really like that. For example, an IP 
might be managed by a Japanese studio, but 
we might want to take it to Europe. The 
Japanese title will still be sold worldwide. 

But there's definitely potential there. When 
we're talking to developers we're looking at 
what ther technology's like, what their IPs-are, 
what they want to create, but also we're 
thinking about how they can work our own 
existing properties. There's potential with 
brands like the ones Sega already have to 
move them into so many different areas 
beyond the traditional PlayStation? Xbox, 
GameCube, PC development. There's a world 
of opportunity in Flash, mobile, online, GBA, 
whatever, there's big potential there 


NT: | think there are three formats... ona, the 
console. Two, the PC and three, mobiles, 
including the PDA. 


MW: And then you've got things like EyeToy. | 
mean, if a team In Japan is busy working on an 
existing franchise, you... well, without much 
imagination you can see some of our games 
would work really well on EyeToy. We've had 
consumers suggesting that to us, which is very 
positrve and exciting for us. You could try that 
technology with, for example, Virtua Tennis, 
something like that. So that's an area we're 
very keen to look into for future products. 





(From left) Headhunter Redemption, Warhammer Online and Worms 3D. Three very different games and three titles that are seen as crucial to the 
future success of Sega as a thirdparty developer and publisher. It seems, after all these years, it still takes ages to be this good... 
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Would you agree that for some people Sega 
is Sonic and Sonic is Sega... 
NT: Yes, exactly 


So that's something you're going to build on? 
NT: So we have to succeed there. We just 
have to. As for other sequels, we're planning to 
try again in the football market next year 


The football market's very crowded, though. 
NT; Not crowded, There are only two titles 


Not sure that people at Sony would agree 
with you on that point... 

NE Yeah... Well, we're Going very well with the 
ipotball management game on PS2 in Japan 
The action football game market is very big 


and the rnanagement one small. But maybe in 
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to the PC, then to the monde 


What do you think are the two or three 
standout tities of the next year? What will 
define Sega Europe as a publisher? 

NW: Well. there are a few, to be honest. In 
terms of what we've announced: Sonic 
Heroes, obviously. Wormsa 3D. Headhunter 
Redemption, And Warhammer Onine. 


Do you think they make up Sega Europe's 
mission statement? 

MW: | think it's the next step on the path tc 
e going. We're not going to shout 
about where we'll be in five years, and what 
3ur release schedule will look like then. But 


think you can get an indication Dy locking at it 
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games remain and will continue to be the core 
part of our business. But what doing is 
هغ په‎ into other areas which other 
people are currentty owning, and competing 
against them with better software. The least 
we can do is to make the best gares, and 
that's what tha company's focused on doing 

If we do that, and market them correctly, then 
our market share should grow as well, 

with tha products. 
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Matthew Woodley 


MA us Ue duit. Sons of this word, but thi 
nial ries. Does that make sense? It's so 
tme-sensitive: there's PH, marketing, TV... and 
then you find out that Game X, say Half-Life z 


has come forward a couple of weeks, or Fro 

Evo 3, and it doesn't matter that PES is a very 
o Sonic Heroes, it's going to 

of the marketplace 


diferent came t 
take money out NE vê got 
an in-house research department, and it's 
possibly the most important thing we look at 
on a day-to-day basis, getting that information 
Without that info about what other people are 
doing, where the trends are going, when other 
eople are releasing products, is like pushing 


water uphill. It's vital for us 


Pokémon, and all its associated tie-in toys 
and catch-'em-all spinoffs, has been a huge 
help to Nintendo. Will Sega Europe be 
looking to expand beyond developing. 
publishing and odes games? 
NT: Sonic is a possibility, but the thing is 
Pokemon is a very new IP, maybe five years 
Sonic. How exciting to the consumer is that 
Sometimes we try and establish brands 
n Dut he has had a very long history 
Wher 1 we launched Sonic it was ten years agi 
everyone was excited. Today, unfortunately, it's 
not like that. So maybe we have to look for 


new characters, maybe . Super Monkey Ba 


You've said you admire EA's roster; they're 
famous for depending heavily on sequels and 
franchises. Is this a strategy Sega Europe are 
looking to adopt? 
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monment and we nead Io stay 
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Dy, especially in tarrris af what we're going to 


in two years time we'll know if 
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this has been a success 


Who do you consider your biggest rivals? 

MW: Well, to be honest with you, when | talk 
with developers aboul what we're competing 
against, we re competing against our peers in 
the industry, but also against the amount of 
free time the consumer has and what they re 
going to do wih that time. And also tor their 


money, and what they re gong to do Win that 
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we re UD against, especialy trom a marketing 
perspective, and a content Perspective. 
Beyond that, | think it's more the individual 
iblishers. Obviously we have 
a huge arnount of admiration for Electronic Arts 
schedule, the demand they 
create for ther titles ics brilliant software 
and greal licensing But you get a window 
around each game where you mignt be 
launching against something that isn't another 
FIFA or Harry Potter, but is still big enough to 


get shall space and provide competition. It's 
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Part of the Process 


In the second part of its dissection of the nuts and bolts of game development, 
Edge considers pre-production — the point where inspiration become code incarnate 


n his seminal book on the US computer industry, 

‘Accidental Empires’ (aka ‘How the Boys of Silicon 

Valley Make Their Millions, Battle Foreign Competition 
and Stil Can't Get a Date’) Robert X Cringely breaks 
down the growth stages of a technology company into 
three waves. Long-term consistency can only be 
maintained with the introduction of managers who enjoy 
the drudgery of administration and financial control. 
Growth of a successful startup into solid incorporation will 
be driven forward by engineers who rely on weight of 
numbers and planning to refine a company's product line. 

Top of the apex, however, are the commandos who 
provide the inital spark. Working hard, fast, cheap and 
dirty, they hit the beachhead uncer cover of darkness, 
taking ideas and creating products whose very existence 
will make the competition obsolete. “The commandos," 
Cringely quips, "make creativity a destructive act." 

And this, fundamentally, is the heart of pre-production, 
in game development or any other industry. Like mixing 
nitric and sulphuric acid wath glycenne, shaking it up a bit 
and then throwing in sawdust for stability, pre-production 
is the raw hamessing of creative forces into a rough 
package that, when refined, will hopefully blow your 
competition (and audencs) away. 

"Pre-production is messy, scrappy and appears 
unstructured," reckons Nalin Sharma, of one-man-band 
developer Purziekings. And he should know what he's 
talking about having spent three years working part-time 
in the pre-production phase of a game, with a working 
tile of Cubic Juggler, which eventually coalesced into his 
debut, ZooCube. "Everyday I'd wake up thinking, how 
can | make this game better?" he recalls. "It was a 
complete labour of love. I'd be sitting on the train to work 
and thinking about it. For me, that was the challenge; | 
was the only person in the world working on that game." 

Of course, not everyone is as committed as Sharma 
and that is one of the downsides of the unstructured 
nature of this process. According to Cringely for example, 
when US company 3Com was developing the first circuit 
card that would allow PCs to communicate over ethernet 
networks, its lead commando was Ron Crane. The very 
future of 3Com depended on his finishing the ethernet 
card on time, since the company was rapidly going broke. 
No ethernet card, no money; no money, no company. In 
the middle of this high-pressure assignment, Crane just 
stopped working on the ethernet card, leaving it 


063 > 





Not a Monkey Bun -Cawv A Gt swallow ball 





The final stage of ZooCube's pre-production involved deciding on a more visually-striking theme for the game. 
The choice eventually boiled down to sweets or animals; Nalin Sharma decided on animals and ZooCube was the result 


And for those lucky Individuals who have total 
control over their output, this is still how many of the 
most innovative games have come into being. One 
example is the long gestation of The Sims. Inspired 
by Christopher Alexander's book 'A Pattern 
Language’, combined with a program for decoratinc 
dolls’ houses, Will Wright added and removed 
components over a period of years, until he feit the 
concept was refined enough to go Into pre- 
production. Even then, it took two years for Wright, 
working with his lead programmer Jamie Doornbos, 
to design a behavioural Al system that would allow 
them to sirnulate the daily activities of the sims. 

In the UK, probably the most celebrated 
examples of such methods were Bullfrog and DMA 
Design. Both studios had a great reputation for 


unfinished on his workbench and compulsively 
turned to finding a way to measure the sound 
reflectivity of his office ceiling tiles. "That's the 

way it is sometimes when commandos get bored, " 
says Cnnaely. 

And that sort of thing happens in game pre- 
production too. *The problem is it's just too much fun 
making games," laughs Jamie Walker, a producer 
at Argonaut, who's currently knee-deep in cute-but- 
angry platform slasher Ninja. The problem, he 
explains, arises from the sheer exuberance of 
working on anew game. “You always start a project 
with lots of energy,” he says. “Pre-production is 
almost like the first week of a new job. Everyone's 
talking about ideas, everyone's starting stuff and then 
moving onto something else. You can bet the 


"Pre-production is almost like the first week of a 
new job. Everyone's talking about ideas, everyone's 
starting stuff and then moving onto something else" 


creativity, although a lesser one for shipping games 
on time. Instead, they focused on gameplay above 
all else. The problem was that for every success this 
free-flowing approach generated — Dungeon Keeper 
Grand Theft Auto — there were another couple ol 
failures = MIST, The Space Game, Body Harvest, 
Attack — which either failed in the marketplace or 
never even made it that far. 

"Other EA studios may spend a lot of time 
upfront on a game and come up with a stringent 
docurnent about how it's going to be implemented. 
From then on it's a question of a production line 
implementation, but we don't want to work that way 
We don't work that way," claimed one Bullfrog 
insider, after EA bought out the studio in 1995. 

The success of EA's business model of 
commoditising game intellectual properties such as 
FIEA, Madden or The Lord of the Rings into regular - 
usually annual — instalments means, however, this is 


particle effects will be done first because that's cool, 
but collision detection and the camera system will be 
left until last because they're boring. Suddenly, if 
you're not careful, pre-production has ended and all 
you've got is an enormous pile of half-finisned cool 
stuff lying around." 

Clearly that's not the ideal but historically it's 
often been the way games were made. Back when 
the members of a development team could be 
counted on the MD's fingers, pre-production didn't 
really matter. It was possible to sit around for a 
couple of months chewing the fat, and then throw 
people at a project dunng the final crunch and fix the 
problems. In fact many studios had people sitting 
around full-time, although they generally referred to 
them as the core R&D team. Operating far from the 
rigours of deadlines, they could brainstorm and play 
around with technolagy until something stuck, or the 
company went bust. 





Lessons learned from pre-production: 1 


Neverwinter Nights | 
Publisher: Infogrames m Developer: BioWare m Format: PC as Year: 2002 


Complex roleplaying games such as Nevenwinter Nights require tens of 
thousands of hours of testing, so it's vital that the developer has a playable 
prototype up and running as quickly as possible. For this reason, one of the key 
tasks of BioWare's pre-production team was getting the most important game 
systems playable. However, in its haste to do this. it didn't always spend enough 
time working out the full specification of those systems. The result was what 
were thought to be fully-featured prototypes were missing key gameplay 
aspects. لا‎ y this was only realised late in development, which meant 
valuable time Exe e to fill in eas The patay ae ee | 





Co ee ee | 
projects much earlier in te process. 





Early prototyping of technology only proved to be partly successful for 
Neverwinter Nights and was costly in terms of time spent filling in the gaps 
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had a long period of time during which we started 
building the game systems. There wasn't even really 
a point where we crossed over into production. The 
two processes merged. | quess you could say we 
only hit production when we started creating conten 
for the finished game,” 

Charactensed by an overall roadmap of long- 
term goals, punctuated by short-term milestones 
and constant testing, organic development attempts 
to overcome the rigid constraints of formal 
production methodology with an iterative approach 
that allows a game to evolve, One key aspect of this 
in pre-praduction is the use of technology 
prototypes, which are quickly coded to prove a 
concept and then thrown away. In BC, for example, 
designer Carson Herrick developed a simple turm- 
language Python to test the population growth 
mechanism of the cavemen's camp. "The best way 
of determining whether an idea is successful or not | 
simply to put it in the game as soon as possible," 
comments Cousins. 


exactly the way its studios and partners now work in 
terms of pre-production. In one sense, this sort of 
professionalism is good for the videogame industry. 
Less structured methods were clearly too inefficient 
to survive. What's become known as ‘the EA way’ is 
starting to raise concerns in some corners of the 
working on a high-profile EA project, contesses, 
“EA has a certain view on how pre-production 
should be dona. Its process is well established and 
everyone knows you don't do much creative work, 
you just join the dots. The problem is that unless 
other publishers can come up with an alternative, 
and hopefully more creative way, of dealing with 
pre-production, the EA way is going to end up the 

way everyone does it.” 

One deviation to this is organic development - 
an approach currently being championed by 
Lionhead and its satellite studios such as Big Blue 
Box and Intrepid. “On BC we didn't have a formal 
pre-production stage at all," explains Ben Cousins, 
one of the game's designers at Intrepid. "Instead we 
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failed to generate much interest with | 
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Without formal periods for pre-production and production, BC's development team 
instead focused on reducing technological risk as early as possible via prototyping 


Lessons learned from pre-production: 2 


Amplitude 
Publisher: SCEE @ Developer: Harmonix m Format: PlayStation2 # Year: 2003 


Developing a sequel should make pre-production a more straightforward 
proposition. But one of the crucial decisions Harmonix decided to make early in 
Amplitude's cycle was to throw away most of the code used to create its 
predecessor Freguency. This took up the first four months of pre-production 
and had the knock-on effect that it took much longer to get the game to a first 
playable stage. It paid off at the end of the project as the game was much easier 
to debug. Less successful, however, was Harmonix's decision to cut the time it 
had set aside for art pre-production. Moving straight into production meant 
artists didn't share a vision for the game's overall look and so had to waste time 
during production trying to pin this down. Lesson learned: don't start production 
until as much risk as possible, whether technical or artistic, has been reduced. 
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Amplitude’s technical risk was reduced by rewriting the code from its 
predecessor, Frequency, but the time spent on art pre-production suffered 
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One example of the use of organic development 
techniques is Intrepid's BC. The developer used an 
iterative approach to attain its long-term goals 


iteration is also a method favoured by Nalin 
Shama. “During pre-production, you're trying to 
serate your design all the time, he says. | used 
minimum graphics because | was trying to polish the 
Game mechanics but all the time, you're moving 
between coding new features and checking if they 
mesh with the initial concept." 

But if there is divergence on exactly how 
pre-production should be carried out, most 
developers agree on some basic guidelines. 
Breaking development down into four main blocks, 
pre-production starts after the game design is 
completed to a point where the basic systems and 
technology need to be coded for the concept to be 
further evaluated. Tackling the subject in Charles 


“Tf at any point [during a presentation to a publisher] 
you have to say, ‘Now imagine...’ then you need to do 
more work in pre-production,' cautions Ed Bartlett" 


More prosaically, Ed Bartlett, tormer business 
development director at Bitmap Brothers reckons 
that one particularly good rule of thumb for 
pre-production is to consider giving a presentation 
to a publisher. "If at any point you have to say, 
‘Now imagine...’ then you need to do more work in 
pre-production," he cautions. 
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Hiver Media's book 'Secrets of the Game Business', 
Mike Sellers of Online Alchemy establishes two 

goals for the pre-production process: production of a 
small but playable version that demonstrates the 
final game experience; and the reduction of any 

risk with respect to any technical obstacles or 

artistic uncertainties. 
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One of the problems with pre-production can be the team's desire to focus on all the cool bits. Who'd want to work on 
collision detection or the camera system when you can be the person to develop the slice-in-half combat animation? 


to start with but caused a lot of problems later on," 
says Walker. Abstract by their vary nature, one big 
trap of whiterooms is they can seduce developers 
away from the restrictions of the finished game, 
which is the very thing pre-production should be 
overcoming. “Something we had to deal with was 
because Ninja was quite powerul in terms of his 
moves, there was the tendency tor the whiteroom tc 
get bigger and bigger to accommodate all the cool 
things we were adding,” says Walker. But when the 
team started to test their streaming technology, 
which removes the need for load screens in the 


Typically, pre-production should take around a 
third of the time scheduled for development. But 
while it is by necessity a time for expenmentation, 
that doesn't mean it should be unstructured. Wall 
managed pre-production is the foundation for a 
successfully completed game. And it's certainly 
difficult to get the latter without the former. 

According to game design guru Mark Cerny, 
pre-production ts vital because it's the opportunity for 
a developer to work out what their game is actually 
all about. "Developers shouldn't treat pre-production 
as a leap-before-you-Ibok process," he explains 


“The epiphany of pre-production is proving your concept 
proving technically you can make it and proving, as far 
as possible, you can finish it on time and to budget" 


game, it became obvious that once textured, the 
levels defined by the size of the whiteroom were far 
toa memory-intensive to run at the specified 60 
frames a second rate. "In the end we built a demo 
level, which was a small section of the game, and 
finished it to final standard. That taught us so much 
more about the game," Walker says. "I really think it 
the best way to use pre-production time.” 

Another recent trend within pre-production is 
the move to open up the process early for external 
testing. This also ties in with the push to get a 
playable demo completed as quickly as possible 
and certainly proved to be a breakthrough for 


"it's the opportunity to work out character, camera 
and control in an environment in which you know 
you're going to throw away most of what you create, 
but by doing so you are ensuring you're not throwing 
away work later on in development." 

One ol the first things undertaken during /-/Vinja's 
len-month pre-production phase was that the team 
started playing around with whiterooms. One of the 
developer's favourite prototyping techniques, these 
untextured environments are used to tweak a 
character's moves and test basic gameplay 
elements, which in the case of I-Ninja included the 
combat and movernent systems. "It was a good idea 


Lessons learned from pre-production: 3 
Publisher SCEE mi Developer: Insomniac قا‎ Format: PlayStation2 @ Year N/A 


It was early 2000 when Insomniac started pre-production on its debut 
PlayStation2 game. Codenamed قا‎ (for Insomniac game number 5j, the team 
wanted to move on from the cute platfonmers it had been previously known for. 
Instead it started work on what it referred to as a dark adventure, featuring a 
female lead character who wielded a staff, for combat as well as for casting 
PlayStation? technology, as well as pinning down the character A couple of 
months into the process, it became clear that things weren't going to plan. The 
technology was proving complex, the character didn't work and morale within 
the pre-production team was low. Insomniac finally managed to produce its first 
playable version, only for the producer at Sony to ask i to rethink the game's 
direction. As a result I5 was ditched and Insomniac reverted back to its old 
genre af action-platforming and started work on what became Ratchet & Clank. 
Lesson learned: don't be afraid to cut your losses during pre-production. 
Some concepts just don't work and it's better to realise that after eight months 
of pre-production, than 18 months of production. 
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Insomniac's failure to move in a new direction resulted in Ratchet & Clank, 
after the developer was brave enough to cut its losses and start again 
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Lessons learned from pre-production: 4 
Rise of Nations 
Publisher Microsoft @ Developer: Big Huge Games a Format: PC m Year. 2003 


Prototyping is an obvious requirement of the pre-production process of a 
realtime strategy game such as Rise of Nations. It was particular important M 
for Big Huge Games as Rise of Nations was the studio's first game after its 
experience with turn-based games. With a checklist of Innovative features 

the developer thought could revolutionise the realtime genre, the first task o! 
pre-production was to create a playable system to discover which would work 
and which would have to be left on the drawing board. A singleplayer testbed 
was up and running in weeks. while a more complex multiplayer version 
followed within months. With everyone on the team playing the game 
constantly for the two years of development, new ideas could be thrown in, 
tested, tweaked or trashed at speed. Lesson learned: prototyping core 
elements as early as possible refines the concepts, reduces risk and provides 
plenty of time for crucial game balancing. 
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game mechanic." With this pointed out Sharma 
implemented a juggle button, expanding what had 
been a fun five-minute garne into something with a 
lot more depth, "When you're iterating between 


writing code and trying out concepts in pre- 


production, it's easy to miss stuff,” Sharma explains 
I-Ninja also benefited from some professional 
market research on groups of children and adults. 
"We had a very young art style, which we thought 
was great because it was ironic = cute but violent." 
says Walker, But typically the younger players didn't 
like it. "They thought the name was cool, but they 
didn't want to play a game that looked like it was 
designed for 12-year olds," he explains. “They 
wanted to be playing the same games as 18-year- 
olds." The result? /-Ninja took a darker tum. “This is 
the sort of thing you have to learn in pre-producton 
because once you start production with 40 people, 
you need to know exactly what you are making." 


says Walker. "For me the epiphany of pre-production 


is proving your concept, proving technically you can 
make it and proving, as far as possiDie, you 
can finish it on time and to budget." 
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According to market research done during pre-production, 
I-Ninja's cartoonish art style was a turn-off for younger 
gamers. As a result the game became much darker in tona 


Nalin Sharma. “After a couple of years. |'d developed 
Ihe game to a position where | was demoing it to 
people,” he recalls, of the 3D shape-matching game, 
"I showed It to a friend of mine who's nothing to do 
with the industry and he just explained its 
fundamental problem to me. There was no way of 
swapping the shapes around, which really limited the 
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William Latham ‘rained as an artist at C 
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once you've got your production quality up, 
then you can tackle an original title and those 
production levels will stick à 
But aren't there too many film licences 
being made into games? 

The film world is currently generous with 
licensing deals. | think that will change 
Publishers wil do their sums and then go 
through a period thinking, "Its too expensive. 
We better do something else.” Then there'll 
be a shift back to original titles, That doesn't 
mean it will be easy to get original games 
signed up. Now you need to present your 
concept with very high production values. 
Typically developers have to fund a complete 
demo, which takes a couple of months. You 
can t just knock up a simple demo. After a 
whee, of course, the him wond wil think, 
"We're losing money, we'll loosen the 
screws." And the whole thing will shift again 


Presumably you jumped at the chance to 
work on The Thing? 
It was a real opportunity to do something 
mainstream. it was a great licence because 
wa could play on the weird imagery we were 
well known for. We'd aiso learned a lot about 
omplicated artificial intelligence on Evolva, 
which proved to be useful for The Thing 
That was when the company really started to 
take off 
[ha challenge with Evolva was because it 
was an original title the quality needed to be 
better than excellent. Developing an original 
title, you have a much harder task convincing 
the consumer and the publisher it's an 


The trick is to present 


exciting proposmon. 
; and then 
have some element of innovation within 1 
With Evolva, the game was 60 per cent 
innovation and 4D per cent what the 


consumer wanted. 


“With an original title the quality needs to be better than 
excellent. You have a much harder task convincing the 
consumer and the publisher it's an exciting proposition" 


It's often said the process of making 
games will become more like the process 
of making films. Do you think that's likely? 
Yes. You can see this sort of approach 
happening already in terms of art resources, 
where you can outsource your level creation 
ay. It's a bit like the film world where the 
production company can be small but you 
nire in the necessary resources as they are 
needed. It's going to be necessary 
considering the volume of work because 
development time is going to get shorter 


0732 


With The Thing however, we had a lot of 
straightforward elements people had seen in 
but with certain twists. We were 
far too ambitious in the earty days. Now ٥ 


other qames 


are more pragmatic. We want to make high- 
quality games people are familiar with and 
then see in which areas we can innovate 


Do you think the industry's concentration 
on licenses and sequels is tec creativity? 
For us to work on licences, | treat it a bit lke 
Ridley Scott making TV adverts for tan years 
He trained himself and 


production values, and then he went off and 
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made 'Alien'. | don't think there's anything 
wrong working with licences. In fact, 
because Hollywood is extremely demanding 
about the quality of licensed games, it can 
be good for your team. Licensees don't care 
if your renderer isn't finished. They just want 


= 


to know why your rain doesn t look as gooc 
as such and such a game. That's the quality 
level you get from working on a licence. And 
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You made your reputation as an computar- 
based artist. Why did you decide to get 
into games? 

| had been doing a lot of research work with 
| IBM, giving talks at Siggraph, going round 

| the world showing Organic Art — it was very 

| interesting but | got bored. I've always been 
| interested in 3D worlds and it seemed 
games were becoming a more exciting area 
as PCs got more powerful. But it took a long 
| time to build the company up to a critical 
mass - five years really. | was surprised by 
that although | think the industry is a lot 

| healthier now than it was when we started 
Computer Artworks. There's a lot more 
opportunity and you can be more creatrve 


Why do think the initial learning curve was 
so steep? 

Well, Evolva was an ambitious title. It had lots 
of innovativa elements such as point-and- 
click commands in a 3D world so you could 
give orders to your squad. And on top of that 
you could genetically customise your 
characters too. 

As a company we leamed a lot though 
the experience. One of the main things w 
how to deal with teedback. We had people 
playing the game who had certain 
suggestions which we ignored. In fact, they 
were nght. it taught us a lol about what 
eiements need to go info mamstream games 
to make them entertaining. 

| think it's a problem particularty 
associated with UK development studios, 
which are generally full of guys with PhDs. 
We always want to over-complicate things 
Evolva obviously took us too long to make as 
well. It was an awkward time as we hadn't 
done PSone games and PlayStation2 wasn't 
around so we decided to stick with PC. At 
the time all the games were Quake and 


Command & Conquer clones. 
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Computer Artworks has always had a 
strong reputation for its technology, but 
shouldn't you be moving over to 
middleware now? 

In a sense, it's why you need five projects, in 
order to support your core tech team, I'd 
love to use something like RenderWare. It 
would De a lot more straightforward but there 
is cost associated with those products and 
once you buy them, you're relying on them. 
There will be time in the future when 
everyone uses middleware though. As an 
analogy | can remember in the CGI industry, 
all the special effects companies in Soho had 
their own in-house 3D modelling packages 
Overnight the whole industry changed when 
Alias came along. Everyone saw the light, 
binned their code and started using Alias 
instead. It will happen in the games world 
too, It will happen when middleware 
becomes the obvious choice. | don't think 
that time has come. You can cut the 
argument both ways. Middeware is pretty 
expensive and it's not quite good enough. 
Can we really get into the code and tweak 
what we want, tor example? Until those 
issues are resolved, it will continua to be a 
50:50 choice. | think the switch will happen 
overnight. but people like Criterion have to 
work harder to make it happen. 


You spoke about the influence of film-style 
production techniques for games so what 
are your thought about film-style funding? 
We're involved with two film funding 
schemes already, actually. It's interesting 
because it will change the relationship 
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a game designer with a novel idea. Someone 
else has an idea and the two get bolted 
together. That's how you end up with games 
which are too quirky and there are plenty of 
examples of those in UK development. It can 
be structured a lot better. These games will 
be just as original as current titles but more 
attractive to the massmarket. 


Considering your background as an artist, 
do you think this new way of making 
games will reduce the creativity of 
individual developers? 

One of the things we're finding, as we grow, 
is the company environment isn’! always the 
best for your creative people to work within. 
To make games, you need a slightly 
corporate structure, so X, Y and Z happen at 
the right time and in the right order, That 
often means things can become a bil sterile 
without you noticing. There seems to be a 
fine balance getting your organisation 
working well and having opportunities for 
people to be creative. What I'm finding is 
having several projects on the go gives you 
some of the necessary flexibility. Working on 
just One project, Evolva, was a nightmare 
scenario. You can't move people from team 
to team. You can't re-use your technology. 
Then you start your next project straight from 
your old precti — it's a bit like chain- 
amaking. You're lichting your next cigarette 
from the butt of the old ona. 

To survive in this world as a developer, | 
think you need to be doing five projects. 
Even publishers go bust so it's the only way 
of spreading your risk from a business point 
of view. Five projects also gives you Critical 
mass in that if you have a programmer on 
one project who isn't getting on with 
someone, you can move tham somewhere 
else. You can fund a strong core technology 
team to service your project as well and have 
the additional infrastructure you need. 


How much shorter? 

I think the minimum is going to be 15 
months, It's particularly important for fiim 
licences because by the time a title is greenlit 
you only have about a year, a year and à 
quarter at most, until the release date. In that 
sense, licences are setting the pace for 
game development. However uncomfortable 
developers find it, publishers are going to 
push developers in that direction and it will 
even happen with original titles. 


It's not uncommon for original games to 
take more than three years of work at the 
moment though? 

Certainly the whole process will need to be 
mature in order to people to work within a 
15-month cycle. But once people have their 
core technology and their art tools sorted, 
and a strong vision for what they are doing, 
you will be able to pull it off. in some ways, 
this whole argument that original content 
takes a long time to create has been the 
developers' worst enemy because you also 
have the time to constantly change the 
game. Whereas if the concept is fixed at the 
beginning and your game designer can 
stand up in front of the team and articulate 
exactiy what the game is about, you can sort 
things out upfront. 

Actually, | do think a game designer 
should be able to stand up and literally talk 
their way through the game. They need to be 
able to say exactty wnat Is going to happen. 
it's a hard thing to do, but what I've found 
out is it's easy to confuse the creative 
process with not being able to make a 
decision. Once you start changing things, it 
gets incredibly expansive. Code gets quietly 
thrown away. Personally | get bored easily so 
I'm keen on innovation but garme 
development at the moment is a wasteful 
process and it's got to change. 


You seem to be proposing a radical shift in 
the way studios work? 

Yes, tha whole way we develop garnes is 
going to have to change. It will become more 
like the film process where the first person 
you get onboard is a scriptwriter. Then you'll 
have a storyboard editor and they will work 
closely with your creative director or 
producer. The initial questions about a game 
will be: what's the atmosphere? What's the 
mood? Who's the main character? 
Gameplay might not be discussed for a 
Couple of months. Previously it's tended to 
De ihis oddball process where you start with 
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Computer Artworks followed its debut game, 
Evolva (top) with The Thing (above). The licence 
didn't prevent innovation, though, and the 
developer won a Game Developers Choice Award 


enough incidental movement. That's what 
gives people the sense of the real world, not 
the quality of the rendering, 

One of the things we're talking about a 
moments. 


—. 


lot at Computer Artworks is scan 
ise is ‘Alien’. The 


y 
The analogy la structure of 
that film is amazing. You're in the bowels of 
the ship and you know what's going to 
happen to Harry Dean Stanton but then you 
see the cat and you focus on it. When hes 
finally eaten, you're caught completely by 
surprise even though you knew it was going 
to happen. 

in games, everything at the moment is 
completely obvious. The consumer wants 
much more than a whole load of running 
around. | think that in the future, games will 
have a lot more set-pieces — very 
sophisticated set-pieces. The graphics 
don't even have to be amazing but there will 
be a level of staging where you're using 
trigger points to launch events which get the 
player's adrenalin running. We can't just 
import techniques from films of course, 
but something more sophisticated will 
emerge out of it. 


marketing guys what the game could be like. 
We've been having all sorts of discussions 
like that and it's an interesting situation to be 
in because the demo is the alue which holds 
the deal together. The problem is if the 
discussion between the licence holder and 
publisher goes on for too long, all the 
development time gets used up. 


This obviously refers back to your point 
about the speed at which developers can 
complete games? 

Absolutely. If you're set up to make games 
within 15 months, when enne has finally 
made up their minds you can do it. If you're 
standing there saying, "It's going to take us 


rere, | 
سا‎ ja ! 


22 months," it becomes a big 
think you'll have a 15-mar 1 Dre-production 
and carry out 
rapid prototyping. For fullscaie production, 


team sizes will be 35-40 papie on a 8 


team so you can do the 7 


they'll end up falling out. There is a point 


where you can have too many people. 


Are you concerned it may change when 
consoles such as PlayStation3 arrive? 

I'm not particularly bothered in terms of the 
technology. The big issue will be which 
developers get he: PlayStations 
development kit first. It will be key and there 
could be another cull of developers at that 
point, Publishers will also be taking an active 
interest in which studios are getting 
development systems. What we found last 
time round was getting devkit proved to be 
pretty important to your business. The 
question is whether publishers will be more 
centralised in their approach, concentrating 
on fewer external developers at the point 
But as a deveicoer, you don't want to be 
distracted by new hardware until someone 
can send you the SDK and the damn 
machine. Worrying about things can be a big 
distraction for your team. | think it's all a long 
way off though. Publishers are nowhere near 


signing up titles for those machines yet. 


How big an impact do you think those 
systems will have in terms of the 
acea power ayalinoler 


REE rait: someone wil build 
the most complicated Al system which uses 
up all the CPU anyway. What is important 
having much more subtie interactions within 
games. It's not an issue of photorealism. The 
key to making a scene look real is having 


[between publishers and developers. At the 
(moment, developers can be unprofessional 
l'while publishers can be bullies. With the film 
funding models, you have an interim body 
which makes sure everyone plays ball. In a 
sense, they act like an umpire. To some 
degree, it will put a lot more pressure on 
developers to write better specs. 

What | hope will happen is film funding 
groups could start to work directly with 
developers. It means we will be able to 
develop games to a later stage and then take 
them to the publisher and just negotiate a 
distribution deal. Actually this model will be a 
big opportunity as well as a big challenge for 
UK developers. 
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Considering the lack of strong UK and 
European publishers, do you feel slightly 
isolated from the big US publishers? 

We definitely need to open a US office. There 
is no doubt about that. | think UK developers 
are losing business because they haven't got 
a strong enough presence in the US. The 
way Hollywood works is all to do with going 
out to lunch and just calling by. It's pretty 
haphazard but suddenly a deal emerges. |'m 
sending my producers ta the US a lot at the 
moment and | go out for three weeks at a 
time because it's where the decisions are 
made. They won't like me saying it but the 
European offices for US publishers are just 
the messengers. Going through them can 
even complicate things because you pitch to 
them and then they have to hand it over to 
the US office. But the good thing is there's 
plenty of opportunity in the US at the 
moment, because a lot of the developers 
over there have been bought up or are tied 
up in existing projects 


Would you consider trying to buy up 
licences yourself as a developer rather than 
having to deal with publisher or other 
licence holders? 

Yes, absolutely. There have been a number of 
"MIN licences available pretty cheap no one 

? touched. The original 'Matrix' license was 

! | available for $100,000 for example. The thing 
) |) about licences is spotting them early enough 
i | If you leave it too late, everyone wants them 
+ Í There again, licence holders are a lot more 
clued up about who they sell the licences to. 
There's definitely a Catch 22 situation 
developers can benefit from though. Often 
you'll have a licence holder talking to a 
publisher who's interested in the licence. 
What they need is a demo to show the 















1 —. - a 
E ja ly TN 7 io n uii ji 
iro V TN 1 1 Jin 
^ 1 1۱ DET ۷ h 
B 1٢ hill I RTT ١ "Tm 
] ell 


ND MEA hy 


n 1 i > | 
i j T MI | 
rtd aL | | 


1 idi 1 3 








نک 


080 





AN. 





S itoe history of the Mega Drive, us mi 





| | " 1 1 | 0 | 
| 1 ae 


By the end of the year NEC's PC Engine had launched in 
Japan, and during 1988 it would go on to sell more units than 
machine's 16bil GPU still ran under the command of an Bbit 
Hu&28D CPU - the Engines specification put it leagues 
ahead of the NES, introducing the first notions of a true-to-life 


step further and the decision to develop a domestic System 
16 - Sega's then coin-operated technology = was cemented. 
Within weeks of the PC Engine arriving in Japan, Sega 
unveiled its successor to the Mark Ill/Master System, code 
named MK-1601, complete with a launch siot of autumn 
1988, Where Nintendo had triumphed by being the first to 
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industry peaked, as the finest titles by the greatest developers 
are all products of the 16bit era. Where the current crop of 
infaliibiity or photorealistic accuracy, the late-'80s and earty- 
‘90s came io represent the domain of the imagination and of 
a Careful balance between arcade immediacy and armchair 
depth. But it was a slow start. 

In 1987, Nintendo's NES was in its fourth year, alleged to 
be in one in every three US homes and with 90 per cent of 
the market share. Sega's own Bbit unit, the Mark 6 
System, was trailing badly, with sales of 230,000 in Europe 
and a virtual shunning in Japan and the US. Despite its 
technical superiority to the NES, a lack of thirdparly support 
ensured that Sega would remain the underdog, 
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| rejudice is defined as "an irrational attitude of hostility 
| P directed against an individual or group." There will 

| undoubtedly be those to whom the previous statement 

۸ ono abril MGS tah 
ESO Salumi Butto Kwe the Mega Drva = اا‎ 
| Bs role - is to accept these errors, erase them from the mind 
pcena had Sega tailed to take the US and never 

, Come to realise its famous blue mascot, the current 
E don wine 
Mm Uban ohio did a SDS riri berg 
E ê wor due {with van/fig levels of ومد‎ fo Sage. 

| Of course, the real factors are hardware and, more 
importantly, software. And, arguably, this is where the 





Ben Woodeson's 2001 exhibit, ‘Altered Beast’, is perhaps the most bizarre use of à 
Mega Drive, being powered by copper and zinc plates conducting electricity from a, 
hath full of 0 cl soup, Visit his website at www.Woodeson.co.uk for more information 
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there were copyright issues with the name under US law and, 
significantly. a renaissance, Sega was making no bones 
about its total commitment to the console, a fact reinforced 
gamers who had joined the Nintendo camp five years earlier 
were older and more mature would pay off when the choice 


to include both arcade and sports titles in Ihe US software 
thirdparty recruitment plan saw Sega ready for business, and 
during the Summer C.E.S. the company announced a 
September 1989 US debut for Genesis. 

Unfortunately, US retailers didn't share Sega's 
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says Malabar. “it really did feel like the Mega Drive was taking 
gaming to a different level." Foulger agrees, having seen the 
console in Emap's ‘Complete Guide to Consoles . 
reviews of Super Shinobi and Golden Axe were placed 
together and, as a Master System owner, those games were 
the best-looking tities I'd ever seen on a home system." 
Despite such praise, the impression made on Japanese 
Gamers was a lesser one = in truth, it wouldn't be until the US 
To this end, Sega president, Nakayarna-san, charged the 
US wing of the company with a Japanese mandate: “Haku 
Mandal,” or “Sell one million consoles”, A tall order by 
anyone's standards, More important was the name-change 
for the Mega Drive. Head of marketing, AI Nilsen, states that 





|More is more 
| Sega's attempts to enhance the Mega Drive range trom wean- 
| known blunders to more obscure incarnations — the former 


| being infinitely more interesting. Some of the less ordinary 
|| 


| peripherals for Mega Drive include the US-only Activator, an 
octagonal ring of infra-red sensors that the player stood 


| hin, kicking and punching moves that tramsiated to ihe 
| console Af least that was the ٧۱۱١ as Many consumers 


complained af horrendous inaccuracies and al D60, it sank 
without a trace soon alter release. Unbelievably, this wasnt 
the end of Sega's attempts at novelty controllers. Other 
entrants include Batter Up and Tee Vee Golf (both replica 
sports controllers, complete with motion sensors), Mega 

| Mouse (two- and three-button variants), Outback Joey 
Exercise Bike, a link-up cable tor Zero Tolerance. Miracle 

| Keyboard (a $200 music sequencing peripheral), six-button 

١ joypad (specifically for Street Fighter Il: SCE and Etema 

l Champions), AX-1E analogue pad, thé Hyperscore carindge 

| (for uploading scores to TeleText), as well as two versions of 
| the modem - the aborted AT&T (E18) and Catapult X-Band - 
both of which offered paer-to-peer gameplay, downloadable 
content and potential email, Additionally, three other 
products were mooted, the external 3.5-inch Floppy Disk 

| Drive, Mega Keyboard and Mega Pad (a graphics tablet 
which evolved into Pico, Sega's educational toy). None of 
which ever surfaced, but are rumoured to exist in 
| prototype form, Of all the above penpherais, one thing is 

| certain = the Sega completest will need deep pockets to 


collect the whole sat. 
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launch in the Bbit era, there were those who proposed the 
same would be true for Sega in the forthcoming 8 
console war, A prediction that would ring particufarly true, 

On October 29, 1988, Sega launched the Mega Drive in 
Japan for *21,000 (£114), alongside four software titles: 
Altered Beast, Super Thunderbilade, Yu Suzuki's popular 
Space Hamer II (an exclusive sequel to the arcade game) and 
Osomatsu-kun, It was clear that the hardware was superior to 
the competition, accommodating recent arcade ports with 
www. videogaraeimports.corm and Chris Foulger, an ex- 
Sega employee, now an import/export wholesaler, "| bought 
my Mega Drive some tima in 1989 and | remember my first 
game being Space Harmer Il, which utterly blew me away," 
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From top-right, clockwise: EA's RUP JUNE Partridge with useless nmi tab; a UK: 
example, the standard ‘mushroom’ shape; 8 Japanese cart, with rounded edges and 
cutaway? and Sega's Sonic & Midi n wi its connector for mounting any other Sonic title ال‎ 
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damned tha PC Engine still delivered greater graphics. 
Certainly, few would contest the excellence par none of titles 
such as Gun Hed. Ys Books | & Ñ and R- Type, but it was 
game-playing public at a comparative دمه‎ length. A slow 


for the TurboGrafx-16, while Sega had the world's first true 
16bit games console, and tweaked its name, image and 
software for the US customer. Christmas of that year Saw 
Sega achieve 90 per cent market share for console sales, 
propelling it to the overall number two slot, but Nintendo stil 
had the greater overall user base and calmly claimed to be 
working on.a successor for the NES. Foulger elaborates, 
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figures were quoting Sega as owning 65 per cent of market 
finally got started, there was no stopping me —! fell in love 
with the machine and spent all my money on games. A friend 
and | feit that everyone was completely overcharging for their 
happened unti our advert in "C&VG', but when it hit the 
stands, everything went mental,” 

It was all NEC could do to stay in the game. Thern- 
executive vice president, Keith Shaefer, offers as the cause 
of the Genesis’ success *.. inferior hardware, but [with] a 
superior selection of software that was Arericanised for the 
[sic] American consumer." Indeed, there were those who 


Digital necromancy 
Many people credit Sony with being responsible fi 
rst backward-compatible hardware 
Not so. Sega specifically included a Mark IIl/Master 
System emulator in Mega Drive, known as VOF Mode 4 


mpm, ms a TT TELA 
MENT ay Plavstatio Pa 


| Once the Power Base converter was attached 
Drive, the latter would download the Mark lIl/ Master 
System boot ROM, reset, then having detected the new 
boot code, runs itself as a Mark Ill/Master System. This 
ensured that Mark lll Master System owners would not be 
forced to scrap their entire games collection should they 
| (hopefully) step up to 16bit technology 
Far more curiously, rumours indicate that Yuji Naka 
| produced a NES emulator for Mega Drive, but admitted 
it was poor and supported only the Mano Bros. games 
| Edge suspects a pet project and, as expected, it 
never materialised, 
Lastly, there are two known Mega Drive emulators for 
| Dreamcast, both modified from Steve Snake's Gensyst 
emulator for PG, Both contain around 400 ROMs, but the 
| latter is better organised. Those in possession may also 
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TurboGraix- 16) was due to hit the shelves during the same 
month. The atmosphere was of complete damnation. one 
retaller opining that NEC was *... going to blow you [Sega] out 


the water." it couldn't have been more wrong. 


Pay dirt 

Come August 14, Sega shipped a limited quantity of 
consoles to the New York and Los Angeles stores, priced at 
$199.99 (£125). By September 15, the rest of the country 


| received its allocations, complete with a $10 price-drop. The 


twinning of Amold Palmer Tournament Golf and Tommy 


Lasorda Baseball with arcade behemoths Golden Axe and 


di want to highlight the Sonic - and press Y Y 
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release at £190 with Altered Beast and some 30,000 units 
arriving at the larger electrical shops: Dixon, Toys H Us, 
arrival of thirdparty developers, such as Acclaim, helped 
solidity the name of Mega Drive as the brightest new star in 
the videogame heavens; Disney's Castle of Musion, Strider, 
Revenge of Shinobi, Populous — the list goes on. Great 
Neil West. ex-editor of ‘Mega’ (Future Publishing's Maga 
Drive magazine) highlights the importance of the Sega 
phenomenon: "The Mega Drive was new, sexy and foreign. 
Personally, it was a creat time for us on the console 
magazines. We were surfing on the front of a huge wava, 
having been lucky enough to be at the right place, at 









Tha J-Cart, Codemasters’ ingenious sidestepping of the limitations of two joypad ports, 


. By plugging extra pads into the cartridge, the player count could effectively be doubled 
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arcade-perfect versions of veritable triple-A tithes were never 
going to justify a S600 (£379) price tag and the machine 

Quick fell into the realms of the luxurious Curios - a status i 
still enjoys 13 years later. With NEC's PC Engine and add-on 


front with the announcement that t would release a 71 


replacement for the NES in November of 1990, Things were 
starting to pick up speed. 

‘Eager to expand on its US success, Seaa pushed the 
Genesis into Europe, retuming the console to its anginal 
Japanese name, Mega Drive. November of 1990 saw the LIK 
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A sporting chance 


Substantial sales of Genesis were galvanised in no small 


part by the marnage of the Genesis to Trip Hawkins’ (below) 
Electronics A fically, its range of 
8 3 în Madden, NAL 

| Hocke 34 f Ong ted t | 
تم‎ erre <r Sac ij ya 
action ended with an untioly alliance, EA beng awarded the 


position af official thedinarty developer for Sega. Í 

refers to i as a “Sweetheart deal" before going on to say tha 
it “paid off big time, especially in the US with John Madden 
Football." And that's an understatement 
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"Sega was the king of lhe arcade and quickly became a 
major player in the homo market, too. The timing of the 
launch in the US couldn't have bean any better, as Sega was 
working with a clean sheet. The Master System was popular 
and the backwards-compatibility of the Mega Drive provided 
a cies upgrade path." Sega was now most definitely on 

the way up. 

The next year saw Sega achieve substantial sales of 
Genesis software, with titles such as Michael Jackson's 
Moonwalker, Joe Montana Sports Talk Football and ToeJam 
and Ear! proving popular by virtue of their cross-age appeal. 
An advertising campaign claiming “Sega does what 
Nintendon't", constantly reminded the US public that Genesis 
offered a more applicable and recent software catalogue. 
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Each of the four iterations (Mega Drive | and Il and Mega-CD | and I) can be bolted 
together, but are unwieldy in anything other than the native pairing I 
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saving that became incredibly attractive to those gamers on 
the brink of a purchase. Kalinske also green-lit the 
construction of US-based codeshops, a previously unheard- 
of tactic that would raise Nakayarma-san's temperature 
considerably. The ageing CEO summoned Kalinske to Japan 
and after an hour of negotiations, surprisingly agreed to 
support the LIS campaign in any way Kalinske saw fit. "It is 
why | hired you," conceded Nakayama-san, Sega of America 


was officially on the warpath, 

Yet, despite Genesis’ mounting populanty and a stay of 
execution before SNES arrived, Sega still had nothing with 
which to defend against the Goliath-like stature of Nintendo's 
forthcoming Super Mario World. The rapidly rising heat of 
1891 required something stronger, something more 


drawing sent to Sega by a female tan i n" tne 
Lieut TENN 
دو‎ none could deny that creating a blue i hedgehog with 


Jueyer me 


os were enough for Sega to 
realise it was onto something big, and the company duly 
even though 
there was a prime opportunity to show the c 5 al the 
1990 CES in Chicago. Within a short month, the character 
had a name and an in-house development team (headed by 
a young Yuji Naka), having been charged with creating a 
| game to rival Mario. Massive sales across the globe tell the 
= | rest admirably and Sonic Team would go on to guide the 
T | blue mascot (internally and externally) through approaching 
i 1 90 different iterations, including the recently-announced 
Sonic Heroes (see p48), For all its success, Sony = much 
— ٧/٢ n less Microsoft — has yet to realise such a strong brand 
x 19 representative, so have we seen tha end of the console 
17 ا‎ j mascot? Ah, و‎ for another tinme.. 






























Blue's Journey 
| Hard evidence prov 
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Kalinske. Legend has it that he was press-ganged into 
bankruptcy. A short stay in Hawaii and Tom Kalinske was on 
a plane back to America, the fresh blood that Sega needed to 
کن ایتا‎ 


Within weeks of joining the company, the newly-appointed 
GEO was on the offensive, making several changes to 
bundle, which allowed a reduction in price to $130 (C827. 
Kalinske suggested reason that "...it looked like devil-worship 
in the Mid-West" may have been valid, but it was the $50 


The Japanese version of the Mega Modem, boxed and in mint condition. A true rarity 
and somewhat slow by today's broadband standards, clocking in al a mere 12.2Kbps 





the rignt time We earned fuck-all money, but all of a sudden, 
people were fying us all over the world and asking us to 
| appear on TV. We were lucky young men.” 

By November of 1990, Nintendo's 16bit console, Super 


Braun osundaippy oo same War to backup 
[fhe sentiment that Sega was never going to beat Nintendo at 
its own game in Japan. Meagre sales of the Mega Drive were 
| ample proof of this and so Sega concentrated all its efforts on 
smashing the enemy in the US. With a window of just one 
مر‎ the Stateside D-Day was set for September 1, 1991. 
But the US wing of Sega needed rallying and no one was 
E for task than former Mattel saviour, Tom 





Sega's first comic atrip proved very popular - so much so that it still existé todays publish 
in the UK by Egmont Fleetway Editions. Never underestimate the children's market 
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in the Sega offices had the desired effect. Nurnerous 
merchandising tie-ins, from sports sponsorship to spaghetti 
hoops evolved and, within a year, Sega's bigaest coup 
emerged in tha release of Sonic The Heagehog 2. The first 
title to be shipped simultaneously around the world, Sega 
but up massive expectabon with the now-famous 'Sonic 2's 
day’ campaign, the launch date marked for Tuesday, 
November 24, 1992. Sonic 2 was a triumph, reaching tne 
height of ‘best-selling videogame ever’. West confirms the 
popularity of the mascot, “A character like Sonic has 10 bea 
fluke, you can't plan the creation of a killer character, So Sega 
got a littie lucky, But the gameplay came from its vast wealth 
of arcade experience and intimate Knowledge of the Maga 
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Drive's hardware. You've got to give Sega credit for that." 
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like a Kid's toy and the home computers became the domain 
of geeks. Sega had all the attention.” Fouger adds that “Sega 
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outnumbering the recently-launched SNES al a factor of 2:1, 
notching up sales of 7.5m units, compared to 1991's 1. 6m. 
For Nintendo president, Hiroshi Yamauchi, this was a bitter pill 
to swallow, particularly after one publication had quoted a 
particularly spiteful retort claiming that "Sega is nothing." 
Kalinske's decision to pin a copy of the phrase on every door 
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Main sound chip Yamaha Y¥YM2612 six-channe! 


FM processor 
Î Additional sound ; chip Four-channel PSG 
Colour palette 512 
Onscreen colours 64 
| Maximum onscreen sprites 80 
320 x 224 atit 
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charismatic to act as mascot for Saga š dark powerhouse. 
That something was Sonic The Hedgehog. 

There are several mooted stores covering the inception of 
the character, but the upshot is that, upon fts release on July 
25, 1891, Sonic The Hedgehog became a success beyond 
the widest dreams of Sega - with the subsequent hardware 
bundle leading the company to what marry consider its 
halcyon days. West remembers the arrival of Sonic in no 
uncertain terms: “Sone changed everything. Sega's UK 
marketing department takes too much of the credit for the 
Mega Drive's success. It was Sonic that did it. Everyone who 
saw Sonic wanted to play it and everyone who wanted to 
play it could; it was just run left, run right, or jump. Girls liked 
it, it even sounded great. All of a sudden the Nintendo looked 
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November, 1994. The Mega Dnve was offically supersecied, 
but would manage to ske out an existence through a third 
US-only incarnation in 1997, before the termmal game release 
of Madden NFL '98. 

In spite of the eventual slide from ifs zenin, the 
importance of Segas Meaa Drive can't be over-emphasised 
The first console to offer true 16b gameplay in the home, it 
played nost to some of the grandest games to date and wenl 
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on to secure the premier position in Europe and the US. à 
status Nintendo would never achieve. The record might be 
tarnished, but those willing to spit and polish, Those who can 
still sense the excitement of seeing the blue blur for the first 


time, will know the Mega Drive for what it 5: a pivotal 


slice of zeitgeist videogaming history. 
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tram the three diterent base units, the internal 
B workings of the Mega Drive found itself in a choice of guises, 
including Wondermega/Xeye (JVC's combined Mega Drive 
and Mega-CD with Karaoke functions), Multimega (a 
|| portable Mega Drive and Mega-CD), Nomad (a handheld 
| Mega Drive), Megajyet (a handheld unit for the Japanese 
1 | airlines that plugged into headrest monitors), Mega PC/Terra 
| Drive (Amstrad's PC/Mega Drive hybrid), 6 
| (Pioneer's Laserdisk/Mega Drive hybrid), Megatech (an 
| eight-way arcade cabinet that played Mega Drive games), 
| Mega-play (a JAMMA-compatible arcade cabinet with Mega 
| ees software on proprietary boards, similar to SNK's 1. 
| CSD-GM1 (Alwa's portable CD player, tuner and tape player 
y with facilities for running Mega Drive and Mega-CD games) 
and the bizarre MSX AX330 and AXBO9O built for release in IN "m 
the Arabic countries, one with a cartridge slot, the other a 
built-in 50-strong collection of games. Overindulgence? : | 
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Edge has its opinions, 












Irorscally, as sales leveled out, 1993 and 1994 saw some 
of the Mega Drive's greatest releases, including the eventual 
porting of — some say the superior - Street Fighter ii: Speck 
Championship Edition. Konami entered the fray with its 
excellent Probotector and Castievania: The New Generation 
and there was a re-branded, remoulded Mega Drive Il and 
the SVP-powered, Toshihiro Nagoshi-directed Virtua Racing 
cartridae, with al its resplendent polygon power and heinous 

The arrival of Mars; which becarne the disastrous 32X 
add-on with only a couple of decent games (Virtua Racing 
and Doom), plus the never-to-be-released Neptune added 
more doubt and confusion ta even the most stalwart of Sega 
aficionados, shortly before Saturn debuted in Japan during 
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But 1992 also saw a dip in corporate fortunes, as several 
received peripherals for Mega Drive saw the light of day. 
Menacer, a customisable infra-red ightgun supplied with an 
atrocious six-game cartridge died almost instantly, racking up 


a total of nine games — including the cart's sb. Most 


mernorabie, however, was the Sony-manufactured Mega-CD, 


Which had debuted in Japan during October of "91, then both 
the US and UK, the latter with its horific £270 price tag and 
mostly poor software = Lunar, Sonic CD, Thunderhawk, Final 
Fight CD and Hideo Kolimas Snatcher excluded. The 
machine was a dismal failure and, understandably, memories 
ot it would plague Sega through the following two 
generations. Foulger sums up the debacle aptly, "The 
Medga-CD is a worthless waste of space." 
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GAME START +: 
BERA ENTERPRISES. LTD" 1995 


Japanese version: TIOE 120 
Pelegse: 084 

Developar/Publisher: Treasure’ Sega 
Ganre Scrolling Hatori blaster 


The final game from the Treasure 
stable to be released for the MD and 


‘a typically low print run contributed 


to Alen Soldier's relative scarcity. 
The PAL version Is almost as rare. 
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Japanese vendor P190-0320 

| including 1 tea Cup) 

Release: 1004 

Develops: Publisher Success/Sunsoft 
Germ: Pseudo-D shooter 


The tea cup was claimed by sending 
in a registration card, before being 
entered into a random draw. The 
game i5 tare, tut the cup is almost 
unattainabie since only 300 exist 
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version £170-£300 }‏ ا 
1904 جحلا 

Developer Publisher Toeplan/Tengen 
Game Arcade actioner 





All Tengen software for Mega Drive is 
limited, but this Pop 'N' Tumble clone. 
چا‎ the rarest, having only 2,000 
copes. Bime gal wrangles with 
Sega tor many copies being pulled. 
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Japanese version: C250 
Peliase: 1995 


ihe Sais‏ ند او ووا 
Geers Side scrliing acbon'adventam‏ 


Again, with low a low print run, the 
Japanese incamuatien squashes the 
PAL and US NTSC versions in the 
collectibiity stakes, even without the 
accompanying PAL CD soundtrack. 
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Release 1988 Release: 1989 2 x‏ ||| 1991 خو یطصع 
Develops Publisher Sonk Team/Sega Developie/Porisher. ANIZ/Sega Developer Punisher Sede Dranga P bisher Sega Des OS! Publsher- Technosott‏ 
Genre: 46 Genre: Pseudo-3D Shonter Genre: Platform hack ri sisih Ganre Pisier Gara Harzontal shooter‏ 


The sequel was technically better, Along with Altered Bassi, the title Proof that nothing has equaled After a slew of arcade conversions, Thunderforce Ill did everything with 
had a twoplayer mode and sold more tha? convinced Japaneses gamers of Sega's sharp-edged series, Super Sega broadened its reach with this viscera! perfection. It was so popular, 
comes, but nothing did as much for the power of the black box. Ironically, Shinobi was a titie that demonstrated gorgeous platformer, ft remains one Technosoft eventually ported it from 
the Mega Drive than Sonic Team's one of AM2's worst games, but stil a the ability of the Mega Drive to of the most enchanting examples of console to arcade. then back to 
daring original outing. consistent attraction ta MD virgins. exceed its arcade counterparts the genre, even today. Satum as Thunderforce AC. 
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: 3 Jon Bsa rii Sene Scroliin 
Desert Strike struck a sublime Undeniably Treasure's piece de The game that sold Mega Drive to No game so clearly demonstrated The greatest scrolling beat ‘em up Tor 
balance of action, strategy, control résistance and — no arguments the US public. The impact of EA's the differance between Sega and Sega's 16bit machine. Graphics, 
and longevity, cementing a please - one of the most intoxicating patriotic and promotional tie-in with Nintendo, whose port washed away gameplay and music met to make 
reputation for the decade to come videogames ever the NFL cannot be exaggerated the only reason to buy the 6 software of the highest callbre 
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Leader of the pack 


The quest for prominence 


agic Pengel was not going to be this month's lead 
MI review, but it turned out to be an astonishing 
conglomeration of gameplay elements, some of them tried 
and tested, some of them startlingly fresh. Among the 
number of me-too titles and sequels you'll find following if, 
it was the only choice in an otherwise slow month. You 
think Magic Pengel is a weird choice? That's only because 
ifs received little promotion and scant press coverage. 

Edge likes to start the Testscreen section with the 
game that's going to make the biggest impact and be the 
mast interesting, whether it be a refreshing orginal title 
elevated by dazzling visual flair (Viewtiful Joe] or a high- 
profile sequel knackered by old age and inept design 
(fomb Raider: The Angel of Darkness). The score of a lead 
rewiew ls irrelevant. Some have questioned our decision to 
lead with reviews garnering iow marks, a recent example 
beng Enter the Matrix (3/10, E125), but the reasoning is 
simple and can be summarised in one word: "Beware' 

so much was promised. so much money was pumped 
inta it, so many units were shipped to retail, Enter the 
Matrix's badness was the story of that month, just in the 
same Way that Magic Pengel's daring is this month's 
highlight. Watching as your doodles are transformed into 
living, breathing videogame creatures constitutes a special 
kind of experience. |f you're fed up with jumping, shooting 
and collecting baubies, you could do much worse: Despite 
its lack of exploration Magic Pengel is delightful. 

Ascribing the number of pages each review deserves: 
is not an exact science either, but generally the game 
coverage reflects Edge's readership. Interestingly, It was 
Tiger Woods PGA Tour 2004 that caused the most 
discussion among the team this issue. If we reviewed 
every sports tite and subsequent update, there would be 
little space left in the section for anything else, Yet the new 
Tiger Woods title عا‎ classy and certainly superior to the 
lacklustre Mano Golf (E128). It would be untair to exclude 
EA's title because it's more 'massmarket' 

As à postscript, Judge Dredd: Dredd vs Death has not 
made this issue because Hebellion is unhappy with the 
review" code journalists have been given. As ever, 
we'll wait for code that reflects the retail version 
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Format: PlayStation? — Publisher: Agetec — Developer Garakuta Studios — Price: $40 (£25) Release: Out now (US), TBC (UK) 
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against a fully functioning flip-book, 
whose constant rotation animated the 
tiny figures drawn on its pages. Stop and 
think that through for a moment. These 
wonders, drawn with exactly the same set 
of tools available to you, alert you to the 
endless potential offered by your simple, 
magical paint-set 

The drawing systern seems initially very 
limited, Don't think of a normal painting 
application, with fill and erase tools. Magic 
Pengel works through a sequence of discreti 
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Defeats leech all the colour from a doodle, who 
jumps back into your sketchbook to recover 


lags and arms and tails and homes and wings 
you draw, thrusting your living, breathing 
creation into a dazzling three-dimensional 
word with an audible pop. Of course, this 
being a videogame, the destiny of your 
creations is to fight, on your behalf of course, 
in arena contests. Success will win you more 
paint, more colours and more freedom. 

Once in the ring, your doodies bob and 
weave with funous focus, darting forward to 
land their blows, jumping and spinning in 
victory. And victory, unavoidably, leaves their 
opponent staggering like a drunk, feet unable 
to keep pace with their swaying body as they 


collapse, drained and limp. Edge came up 





Edge wants the picture book, the glorious soundtrack CD, the clothing range and, for the love of 


all things decent, a PAL release. Preferably under the original name of The Scribbling Kingdom 


G ames all too rarely let you play. 
Choked with missions and checkpoints 


and bosses, they sometimes come closer 
to mimicking our working lives than 
expanding our playtime. Magic Penga is 
a game for playing. For playing with and in 
and at. Its sole purpose is to enable you 
to craft creatures from malleable lumps of 
paint, and watch in captivated delight as 
the game breathes bouncy, clumsy, 
dancey life into them. 

From the pages of your sketchbook, the 
game intelligently animates the bodies and 
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Scissors, paper, rock 


Magic Pengel's twist on the ancient trinity is 
to prevent the use of the same move twice 
running. This is combined with a fourth 
'charge' move which tops up a moderate 
amount of depth and increases damage for 
the next turn. Since every doodle is either a 
magic, attack or charge type, it is possible 
to gamble on the moves they are likely to 
favour Magical attacks are chosen by the 
player, and can inflict status allments, or 
prevent the use of certain moves. However, 
their use consumes magic points, so in 
drawn-out battles the more expensive 
attacks have to be deployed strategically. 
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The human character design in Magic Pengel is of as high a quality as the doodle design. 
As the story unfolds you become more attached to, or hostile towards, the townspeople 
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snapping shut, but will award the doodle 
appropriate biting attacks. 

It's this feature that is the core of doodle 
design. Every artistic choice has a practical 
implication on the nature and strength of your 
doodie. Jaws, weapons, wings and extra 
limbs will change the attack options available. 
A fat bloated body might increase health 
points, but have a detnmental impact on 
speed. Colour choice is also crucial. Greens 
and blues augment magical capabilities; reds 
and yellows alter strength, and blacks and 


whites increase blocking power, 


As more palette parts become available it 
becomes possible to further customise your 
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different brushes, which rather than 
determining the thickness of the lines drawn, 
instead govem the manner and extent of the 
shape's depth. So a circle drawn with a thin 
square brush will produce a shallow cylinder, 
Dut one drawn with a very thick brush will 
asult in something more like a sphere. 
'Palette parts', which are won after each 
victory in the main arena, govern the 
animatión of each shape. Draw a straight 
narrow tube and designate it as a leg, and 
the game will flex it at the ‘knee’ and ensure 
that it touches the ground alongside any 
other legs. Draw a gaping jaw in a head 
shape, and the game will not only animate it 
















From humble beginnings where he could do little more than bounce, Edge developed Humfrey until he 
was armed with tail attacks, the power of flight and a vicious magical staff. And legs, of course 


- or rather magic-attack-block — with a 
few sustaining twists [see Scissors, paper, 
rock), Staleness is prevented by the 
subtieties of the Al, and matches are 
gradually elevated into quadruple-bluffing 
conundrums. And while there is none of 
the depth promised by complex RPGs, 
neither is there a single battle you can win 
simply by hammering X. 

But that's it. One intoxicatingly vibrant 
village, one carefully tuned battle mechanic, 
one infinite kit of gaming's most delicious 
Lego. Magic Pengel isn't, by any stretch 
of the imagination, a rounded and 
satisfying videogame. But it is, without 
question, a rounded and satishying شو رل‎ 


stretch of the imagination, US 


Edge rating: Seven out of ter 


creation. ‘Soft’ parts sway gently in the 
breeze and make very convincing quiffs. 
‘Rotate’ parts could be used to create a 
wind-up toy doodle or model atoms. 'Hard' 
lends itself to shields and teeth and homs. 

Just typing up the possibilities is enough 
to lure Edge back to the drawing board to try 
out some fresh ideas. Finding the balance 
between how you want it to look and how 
you want it to be is what forms the challenge 
in Magic Pengel, and prevents the game from 
becoming a shambling free-for-all. 

There's a plot, of course, but no 
exploration and little variety. You commute, 
endlessly, from your sketchbook, through 
the village (where you can challenge 
shopkeepers to duels and purchase 
brushes), to the battle arena and back again. 
The combat system is scissors-paper-stone 
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Grabbed by the Ghiblis 


From the starting beauty of the intro 
illustrations, Garakuta's connections with 
the famous Studio Ghibli are clear. Ghibli 
provides the delicate animation which 
follows the game's completion, as well as 


contributing some of the character designs. 


Devotees of 'Princess Mononoke’ and 
'Spirited Away' may expenence a painful 
conflict of interest when faced with a 
Ghibli-created doodle in battle. Shauld 

you encounter one you can't resist, you 
may get the chance to purchase it from the 
villager who owns it. Once safe in your 
sketchbook you can tweak and customise 
and treasure all you want. 





"While there is none of the depth promised 


by complex RPGs, neither is there a single 
battle you can win simply by hammering X" 
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The design of the doodles is often heart-stopping for entirely unexpected reasons. Despite 
hours of play, Edge is yet to see all of the hundreds of doodles contained in the game 
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transforming into a metallic, Hulk-llke person: 
for brief spells during which he can wreak 
havoc with supercharged moves and 
whirtwind speed. 

In his new and ruthless ‘renegade’ 
incarnation, Jak begins his adventures by 
tackling chores set by the city's black market 
merchants and resistance movements, 


aimed at promoting insurmection, protecting 
rebels, lubricating illegitimate trade routes 
and destroying imperial infrastructures 
(Whisper it, but technically speaking, he 
could now be called a terrorist.) It's a proces: 
which sets the tone for both the game's new 
gloomy word and the mission structure 
which untoids dunmng the game 

Gone are the chance encounters and 
iSctated tasks of the onginat An overall 
narrative is relayed through a series of 
predictably elegant and ingeniously framed 
cut-scenes, and successtul completion of 
each task one up a further challenge and, 
more often than not, plot details. Missions 
can be taken on and then kept open 
meaning several errands for different NPC 
movers and shakers can be on Jak's to-do 
list at any one time — and, as a logical 
consequence, many of the tools and talents 
with which Jak is rewarded en route are 





Jak Il: Renegade 


Format PlayStation?  Pubisher SCEE Oevetoper Naughty Dog noe £40 — Relasse October 





he sequel to 2001's Jak and Daxter is 
T DIC, SG Bay y stunnmg and a technical 
marvel. And, although it feels utterly 
ungrateful to say so, none of that is any sort 
of surprise. The original was a landmark in 
PlayStation2 platforming and programming, 
its polish and precision setting new 
standards along the way. "Ne don't tend to 
go off and create entirely new forms of 
gameplay," the California Samos leader 
Jason Rubin told Edges Equip PS2 special 
earlier in the year. "But beware If we come 


into your genre, because we're going to do The graphic style and storyline conspire to create a 
^ 3 much darker feel for this impressive sequel 





the best, cleanest, lightest, funnest, most 
balanced, best-looking game in it." 

Jak Ii pretty much iegisiates and number- on the platform to shame. And although 
crunches that promise into a fact, bar PlayStation2 development across the board 
Key omisso despite what Naughty y Dog 5 has Come on in leaps and bounds since, the 





crack programmers might think, can onginal still outshines most comparable new 
Nothing about Jak JÎ stinks of familiarity. 
Whether it's platforming, shooting or : 
p ng z "a : tun is an exchange, not a one-way edict, the those Jak Toundations have been thorougne 
flying, the variety is tuned to perfection = 
one crucial measure of a titie s value that can extended, enhanced., empetished and 


encode fun-ness into a videogame. Having releases in all departments. 5o alt! pugn 


On De assessed when mae GOCE is compete expanded tor this sequel, the en: gine room 
and the controller is in the player s hands was never going to be an area where 

Yes, there's a lot of ‘fun’ to be had here, but Naughty Dog would have to worry about the 
realy more fun than the original? 85 competition anyway. As far as bar-raising 
ertar vy up tor argument. evolutions on the platform go, Jak Il has one 
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ost two years have passed since JAD evident concem, and it's brought to you by 
first appeared and put so many of its peers the letters G, T and A 
So, grafted to the fnendly, well-organised 
i& A 


^ P ني سر‎ E m eie سیا‎ plattorming of the first game قا‎ a new gloomy, 
AS as Dar-raising evolutions on 1 the piatom 


oppressive urban underworld, There are guns 
QO, Jak | has E: let vic ider ] [ UOT GE an ci | ILS Q (lots of guns), entire fleets of eminently 
Bent: 1 tO VOU [ Jy | the emers ( Y T and A' stealable vehicles and hundreds of meek 

k civillans to unceremoniously chuck out of 

= them. There are angry law-enforcement 

agents, too. But fans of the original will be 
glad to know that fossil fuels remain crucial. 
Having been force-fed too much Dark Eco by 
nis evil adversaries in the fallout from nis 
previous adventures, Jak mark two has 
developed a taste for the stuff. As a 


consequence, he has the option of 


i 


2 
= 
EE 
EZ 
re 





One boon of Naughty Dog's mix of platforming and hub convention is that the game's levels, whether within exposed, savage wastelands or claustrophobic, 
man made confines, never sink to the shameless ice-lava-desert off-the-shelf level logic that functions in place of imagination in so many other platformers 
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Previous in E123, E125 
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Hover vehicles save trekking time when heading for the next objective at the other end, or beyond the walls of the central city. Many missions centre on their 
use, from solo scouting and shooting forays to cargo deliveries and pro races. At times the skies get ‘Fifth Element'-busy without sinking into slowdown 
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the logic and user-mendiness of the 7 
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themselves wondering if Jak Il is the 


complete, polished, style-shuffling platform 
benchmark Mario Sunshine should have 
been. But a couple of dozen missions In, It's 
J : LA NUNC 19 E : i 
tha arrand-boy boredom of Star Fàs 
Adventures that all the travelling starts t: 


evoke. Jak I is an awesome achievement, a 
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competition on numerous Key TOMS 


Funner, though? Probably not. 


Seven Ol it of ten 
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bat 
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another thoroughly satisfying touch. But for 
all tha beefed-up combat concems, both 
hand-to-hand and armed combat remains 
simple and largely functional. 

But Jak and Daxter wasn't about 
shooting stuff and it wasnt about 
comnmancdeering motorised vehicles, ether, If 
was about updating platform logic to the 
Paz. Classic platlorm motifs are still in 
plentitul supply, and, indeed, some sectio 
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dong so = suddenly teaving the city streets to 


take fight in a hovercar is such a liberating 
thrill that the game begins to look like a 
dayglo Halo. As in the new Prince of Persia, 


€ me hell am I? 





merely helpful, rather than vital, to his overal 
progress in the game 

Skip the gun acquisition, however, and 
Jax will run out of options pretty quickly, 
because shooting stuff is crucial to the Jak N 
experience. Though there isn't the kind of 
absurd range of firearms that was Hatchet & 
Cank’s USP, there are levels in which guns 
are just as central. Most follow standard 3D 


shoot 'em up good practice, albeit with a 
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Slow SO many Foz shooters to hobbing 
speed, Jak II glides through everything at 
speed without breaking into a sweat, This 
means that the range, limit and unique 
advantage of weapons are often conveyed - 








E 


Da ij " 
m ojo LUN F a 0 


۸٧‏ 1 ههه 


Travelling is performed by hitting the switches 
placed prominently on the laft sides of the play 
field. Your next location is then determined by 
which loop you hit with your subsequent skillshot 





Boney bonus 


Most of the bonus gamas are fun, but go on 
for far too long —something not helped by 
the fact your Pokéball is replaced if it gets 
past your flippers. Here you must hit 20 
Duskulis, then a Dusclops in two minutes. 
It's not particularly challenging. but finding 
all the bonus games is well worth pursuing. 
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Pokémon Pinball: Ruby & Sapphire 


Format: Game Boy Advance — Publisher Nintendo Developer Jupiter Price $30 (E19) حمططحه‎ Out now (US/Japan), TBC (UK) 
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Link-up with a friend and you can view, though not catch, Pokémon transferred from their cart in your 
Pokedex (left). Collect 60 coins in the play field and you can buy a special bonus stage in the Mart (right) 


gm Nall games are not meant to go on for 
P over two hours, but that's approximately 
how long it took Edge to rack up a score of 
1,120,893,455. And this mammoth game 
Session was no freak; Edge is not ٧ 
This provokes a dilemma... while Pokémon 
Pinball is too easy, it also remains extremely 
addictive. This is not a conventional pinball 
game with well-designed skilishots and a 
challenging layout, but since when was 
Pokemon aver conventional? Underneath the 
lacidie-friendily play fields lurks a game that will 
keep Poketans enthralled. 

The catch 'em all dynamic makes it all 
worth it. There are 201 Pokémon to find, 
capture and add to your Pokedex, which can 
then be examined from the main menu. As 
you'd expect, some Pokémon are abundant, 
some are particular to one of the tables - 
Huby or Sapphire —and some are very rare 
and can only be caught when certain 
conditions are met. The challenge of 
Pokémon Pinball, then, comes not from 
accumulating colossal scores, but in 
completing your collection. 

The elusive Pokémon are caught in two 
different ways. An egg can be hatched by 
firing the Pokéball into the appropriate chute 
four times - the Pokémon then emerges and 
can be captured if you hit it twice 
Altematrvely, hit the ‘Catch ‘em all’ skilishot 
three times and a silhouette of a Pokémon 
appears in the middle of the table. This then 
transtorms into a capturable Pokemon if you 
hit the top bumpers enough times to 
reveal all tha tilas. 

The ball behaviour is considerably 
improved from the Game Boy Color version 
and there are more warped features to tackle. 
Both tables have a Pokemon Mart that, once 
opened, can offer anything from extra bonus 
games to a free Pokeball — if you have 
enough coinage. Travelling the Pokémon 
universe is ingenious: hitting the requisite 
Switches alters the location pictured in the 
centre of the screen, and f vou travel six 
mes you'll be transported to a secret 
location where the rare Pokemon roan. 

it may be less challenging than its 
predecessor, but there are countless secrets 
and hidden bonus areas to discover. While 
ihe games generosity extends to a tilt that 
never locks the table and ball-saves in 
abundance, this remains a triumphant 
transiation of the principles Ihat have 
made the Pokémon world so vital 





Edge ratina: 


laying chicken with tanks is bad for your 
health, which is where videogames come 
in. The original Desen Storm's best moments 


and so it proves wilh ihe sequel, come anaoui 
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whirring of a qun turret moving to pomt in 
your direction. Devising a strategy for 
neutralising such an awe-inspiring threat IS 
this game's strongest feature. 

There are three main ways to take out a 


tank: wath rocket launcher missiles, which are 


Swany ال نع‎ mis $ ru fO Immer x 
spanniv paced a Ir 2 gam mans: £ i 
,اجو‎ tor رھ تت‎ wile a د‎ pum reh cer س‎ 

ne Lee S Û Û ni‏ ۴ ا ی 
inners Hyt ust he nannedd on ine venkas‏ 
at must De planted o ME ver) 1‏ دل للا 1ک 


hull. After sniping the enemy manning the 

tanks machine-gun emplacement, Edge's 
favourite tank-busting tactic is to send in a 
couple of Kamikaze soldiers (commands to 


your squad are surprisingly well thought out 
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launch whatever armour-plercing counter 
measures they have avallable. Desert Storm I 
throws up Such moments of extreme tension 


abundantly, and they can also tum out to be 


the games most hilanous episodes 
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danger; a Russian-built Hind gunship may turn 
up and ruin your best laid plans. Pivotal has 
done an excellant job in improving the Al and 





ur routines, both of the enemy and 


your own soldiers for this sequel. A factor 
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It Desert Storm i! has one flaw, it's th 
there are only ten maps and these generally 
channel the player down avenues rather than 


provide ample playgrounds for — 
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accustomed to. It's certainly not genre 
defining but played In cooperative mode wit 


three fends (only *woplayer co-op Is 
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Xbox (version tested), PS2, GC, PC Publisher. SC Devêlöpêar PivotalGames Froe; £45 — Release; Out now 
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The fourplayer cooperative mode (Xbox and 
GameCube) works extremely well and is a 
significant enhancement to the main game 
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Live and let live 





The only way you can fail a mission is to 
5101217 get all your men killed in one go 
Meci-packs are plentiful, and should any 
member of your crew 'dia' you can bring 
them back into the game by standing over 
their bodies and healing them. This has the 
untortunate effect of making the game too 
easy. but it also generates further (some 
migm. angue unsporing) strategies whereby 
you Can use your soldiers as bullet-bait. It's 
lots of fun, but more straight-laced gamers 


will probably want to try keep everyone Squad-based tactical shooters are notoriously fiddly on consoles, but here a press an the left trigger 


alive at all times. plus one of the face buttons will get your squad members to fight coherently for the cause 
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Warhammer 40,000: Fire Warrior 


Format: PlayStation? (version tested), PC Publisher: THO Developer: Kuju Entertainment Price £40 Release: Out now Previously in E121, E124, E128 


aa with Halo are inevitable. Call LT 
it homage, imitation or rip-off, so much JL Jn T ال‎ 


of hire Vvarrior has clearly been inspired by | ۱ an pee و‎ utu 


T) 


- 


Bungie s opus that it seems the most 
appropriate point to start. Unfortunately Fire 
Wano also shows how developers can steal 
elements from superior games, while 
fundamentally mienia saning why they 
worked so well in the first place 

Let's go through them in order. Weapon 
Sots are set at two, but the player must 
always carry a Tau gun. However, this 
restriction never engenders situations where 
tne player must make strategic decisio 
about weapon choice. Tau weapons are all 
weak, so much of the swapping will be done 
between the Irnperium armaments in your 
second slot. Yet there's little evidence that 
weapons have been balanced, either 
between each other or tent efficacy against 
enemy types. The arenades are similarly 
feeble, only becoming useful if a direct hit is 
Scored as splash damage is so minimal 

Enemy types are limited and each has a 


ferent behaviour pattern, NO and 


mperium forces show little personality. Their 
movement is wholly predictable and all are 
vulnerable to simple circle strate techniques 
The player's automatic recharging shield doe 
ork and adds an element of tension to close 
combat, but it is useless against the more 
powerful enemy weapons and irritatingly 





against sniper shots from hidden‏ نا 

A Tau gun always takes up your main weapon 

slot, but these are less effective than Imperium 
arms. Rather than going for balance, weapons 
get more powerful as the game progresses 


assailants. The fact that there are so many 
Meath packs strewn around says it all. You 
will need them. 

While some gameplay features may be 
familiar, Fire Warrior still has its own character 
and Kuju has appropriated the licence well 
Environments may lack breadth and depth, 
but tne sense that an epic battle is raging 
around you is conveyed expertly, The voice 
acting, cut-scenes and general Warhammer 
40.000' tone is spot on. Better still are the 
81112 multiplayer games that, des offering 
nothing extraordinary, are technically 





accomplished: and much more exuberant 
man the singleplayer experience. 


Tau petty 


Fire ero does nothing badly, but 


Tau colleagues help out in some missions 
but they go about their prescripted 5 
with little regard for your actions. Kill a 
couple of Imperium scum defending a 
barricade, and a Tau colleague will then 
move over to place an explosive charge on 
the blockage. Their ciockwork activities fail 


equally, it fais to inspire either. Those new to 
the joys of acrylic paints, plastic figurines and 
the Warhammer 40,000 universe will enioy 
every minute. Those familiar with firstoerson 
shooters will have been down these 
cormidors a hundred times before 








E- M Fire Warrior uses checkpoints but they are not always placed at fair intervals. Often a difficult encounter to convey the feeling that you're involved in 
cage FAUT WX. ex out or ten must be tackled several times, but worse, you'll have ta endure lengthy sections just to get back there an independent working universe 
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udden death rarely turns out to ba ar 


enjoyable gaming experience. The fact 


185177 die 
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has Tainted so much of the game Dy returning 


o an avoidable (if staple) faw of PC game 


likely to 58 


JEST, as payors are more 


the frustrations borne of such illogical desig 
than tne exhilaration of (he games wide- 
anging play styles and mission goals 

deed tha game is far from a standard 
firstperson shooter. Though it doesn't quit 
boast the sort of APG freedom found in Deu 


Ex, it does share some traite, thanks to 


various skill and weapon upgrades and lêvê 
Djectives that range from the standard 
Jestrovy all enemies) to more esotenc Type 
getting a compilers attention by getting the 
DJ to play a better selection of music 
Iron 2 also remarkably faitnrul to th 

aesthetic and logic of the movie to which it 
a seguel: in particular, tie concert er ina 


nce col 


internal life of the PC proves a rich sc 


nspirauon. enemies range from virally 
orrupted files to ICFs; emails add enticing 
etal to the plot which is predicated upon a 
ery aggressive corporate takeover) as weil a: 
evealina the nutze oe ee fe n the r ۰ 
jotcom boom, and the action spans PDAs 


ons and internet 
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Tron 2.0 
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The game's graphical polish is thanks to Syd Mead, who, although probably unknown to you, 
the man behind the look and feel of the original Steven Lisberger-directed film from 1982 





Imagine Snake played competitively, in 
third person, with a camera and control 
cu re some way to 
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Moore's Law 
AS any self-respecting PC owner will attest 
upgrading your machine is essential It's 
posse to Peck un a variety of subroutines 
rat 4 ince your character s performance 
divided into defence ems, weapon 
upgrade 1d vanous other utilities. It's a 
nent game mechanic, which adds tactical 
depth thanks to the fact that subroutines 

eed to be disinfected if corrupted. or 


ported ١١ they come from an unkmemyr 


source. Neatest of all though, is that 
dites Ser ore تښ بر‎ š 
- i fore کس ا للا لا‎ 


contiguratior 5. expionmng the limited 


confines of, say, a PDA needs to be done 


with Only one or two subroutines loaded 


Homeworld 2 


Format PC Publicher Vivendi Universal Developer Relic Entertainment Pree £35 — Beesse& Out now 





E. ablishing the difference between a 
sequel that does just enough to warrant 


8 second outing and one that genuinely, 
py Improves upon a winning formuta 
Cal difficult. It's not helped when Edge کا‎ 
o of the game in questic 
But Edge is almost certain that 
Homewortd 2 falis into the latter camp. Relic 
nas spent four years honing a distracting BL 
à | tu! crimi 

nterface, revitalising a less-than-perfect -i o anih | WW t etn f 
control system and, above 2, 
anew the sense of majesty and scale that 
inginally distinguished this desp- 
strateqy title. And if the action sêl is all too 
Smila to Homeworta, those whose strategy 
has hitherto been limited to earth-bound 
manoeuvres have a galaxy of treats in store 

he Hiigarans return as the space-faring 
command 
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forces your mothership on an unscheduled 
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Eac rof the campaigns 15 missions 
presents a well differentiated challenge, 4 , | 
falling back on the old standard of destroying ri ۳ : : LN 1 
a slightly weaker enemy. The three- . 
Dimensional nature of each battlefield 
Counters space s relative emptiness m tacthca 
terms; with probes necessary to 'see' very 


far, flanking manoeuvres are often effectiv 


While resource-gathering is still à necessity, 
far from being the core focus some 


ERTEILEN Jy titles ta WIDE H [ IC be 


avid researchers and rushers alike in the ively 


multiplayer option, but a strict unit cap keeps 


rT Eme Units act intelligently in that they'll attack the 


hoarders from building up unstoppable enemies they're most capable of damaging 
Forces, in tact, proper lv constructed 
combined-arms fleets are the most effective 
form of attack and defence, as each ship 

type is highly specialised. Anti-fighter frigate 
lor example, devastate light ships, but are 
vulnerable to torpedo- and bomb-equipped 
craft. [ne largest ships offer no fortress-like 
sanctuary, and must be protected from the 


Swans Of bombers they inevitably attract 





Needless to say. the whole space opera 


is uncomrmonly beautiful, and not particulary 


It’s full of stars 


Appropnately. hitting Space zooms out to 8 


demanding of the latest hardware. Injecting 
space with such vibrancy has done wonders 
inr "s camps npe thoaich Gomer 
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dimensional playing area without breaking 
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sible, each fignters arc individual and the player's connection with the gameworld 
- indeed, the game can still be played 7 


this view, Doing so gives an immediate 


foreign suns perpetually peeing through 86 
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nebulae. II Homewond 2's most obvious 1 Will Dn | 
Il TH overview of your sensors reports and any 


maiesty Is in its visuals, its focus on core A Ere HUMO ا‎ ha 
Dal | visible enemy activity, And while the 
balance, story-telling and missior : ERE i 

q E d MU i interface is overly complex with all panels 





FAT e n mera cintui hice -— - 
design is a more aignmed wetory showing as seen here, mastering the 


| ع ج ج و و و‎ In addition to the mothership, carriers and battiecruisers can also build ship construction facilities hotkeys will allow the reduction of all panels 
ECE FAC Eight t c ten and other useful modules. Each physical addition to a large ship is visibly added to its hull barring an unobtrusive strip. 
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ji writing, McRae is without a 
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or next year's WRG having 
Citroen following the sport 
governing body's decision to limit teams to 
two cars (from three). His future wien. 

undecided, it will be interesting to see 
where he ends up. 

In the meantime, and with the rest of this 
year's WRC season still to go, there's the 
opportunity for anather Codemasters MC Rae 
title. I'S a revised and improved affair, as 
you'd expect, with the major changes 

affecting structure and the handling dynamic 
The latter is particularly evident, with a four- 
nt system replacing the previous single axli 
characteristic - it's a more technical nde, and 
ya oddly reminiscent of CMR2.0, Edges 


avourite game of the senes. 


es, 


GoOntent-wtse, things Nave aso reverted 


doser to Codemasters' second rally game 
= E — i 
vith a wider, more traditional selection o 


ZWD, AWD and Group B vehicies avallabie 


and the ncluegsion ot amiar multiplayer 


modes, which should appease those who 
found the sngle-team focus of Cohn 3 stfiing 


H sed have clearly progressed 
technically, m last year s instalment, t00 = 
notice how dust gradually gathers on tne 
wincdscreen in amore authentic manner, Or 
how the detail of displayed damage has 
become more intricate. It all adds to the 
game's aptitude for complete player 
volvement. 

Ultimately, you know what you're getting, 
of course. While this is the finest rally 
experience currently available on next-gen 
consoles, there's an undeniable sense of 
déjà vu. In that respect, newcomers to tha 
series will obviously be at an advantage over 
Colin veterans — although the latter should 1 
find the Expert mode (n-car view, manual 
gears, full darnage) a worthy challenge 

ronically, McRae's career predicament 
could be the best thing to happen to the 


series. Imagine what Codemasters might be 


able to conjure up when freed from the 
7 م٢‎ Bw 
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A HO "3 S, t vi manibns Fa ama ت ریصب‎ 
WRG driver. The potential to revitaise the 
rancnise — indeed, tie entre genre = 15 


ee deu; Fue " lm E34‏ قم د 
nificant and fraricly, necessary. Line ٣‏ 


nly so many yearly updates c 
rally tities the playing public will put up with 

Another excellent outing for Codemasters 
rally tearm, then, but one that has possibly 
taken the series to its structural = and 
commercial — limits 
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A great addition is the challange-based manner in which you obtain upgrades for your vehicle during the 
testing opportunity that occurs between championship rounds. It certainly livans up the title's progression 


Format Xbox (version tested), PS2  Punisner Codemasters Developer in-house Price E40 — Helesse. Out now 
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As ever, the in-car view remains Edge s favourite 
and the one capable of conveying a genuine 
feeling of rallying. The sense of speed appears 
lo have greatly improved since preview code 
while Cars now sit more convincingly on the road 
during replays. The presentation is fine, although 
a little impersonal. Sound is again excellent 


Format PC Puttsher Gathering (Take 2 Interactive) Devclope: Techland Prom £35 — Release. Out now "revwousty هم‎ 8 





gem omewhere, buried deep in the code for 
S this game, there's a 50 where there 
should be a 30. And as a consequi 
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good. The levels are beautiful and organic, 


ith a Kind of vaned homogeneity that makes 
tne different moons feel related to each other 


without ever becoming monotonous 
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pen a terrifying experience 
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that is bad. Sporaciic boss battles are & ii 
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rosier of weaponry is unsatisfying and vague 

to use, it's a combination that means it's often 
à; 

inclear wh PVE ver it VIDIT Shots are niti. 


which inclines you to blunder out fron 
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Upgrades (Nat improve your aim, Speed Of \ , ‘ yoy | 
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overioad paintully fritzes out your vision for a i HET سه‎ 
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incucal options While Marking vou Tee ٣۳ 

superhero. But the numbers are wrong 1 


Each mission opens with a chance for you to 
tool up, but your weapons cache seems oddly 
unaffected by the impressive armoury you 
lugged home from the end of the last mission 


use out of the implants before you have ti 


Sil valling for your gauge to dni 
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— and, untorgivably, it doesn't aive an 
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The end result is a system that many 


Daya «nl t hap pr TC 9۱1 B i 1 
= ۹ " = ja P سرچ‎ ml مس‎ 
ext ۴ f W Li T = = | 
; z Ekim ahua 
کے‎ -f E 
Hho (ne 1 TE 


Five out of ten 


Pirates of the Caribbean 


-onnat Xbox (version tested), PC Publisher Ubisoft/Disney Interactiva Developer Akella/Bethesda Price £40 Aaleasa: Out now 
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dre ambat and aeneral swashbuckina duties but 


uggies 10 get away irom the essence at a PC sim 


4 


stuck in the mid-"90s, albel! one that has been updated 
Wih fancy light-sourcing effects and (in the case of tha 
reviewed versioni an Xbox controller 

Navigating between the islands and wandering 


liue اص‎ bea حرش‎ = P lra arar ۳ nou be Re 
TOW) Ter towrns, unges and caves ats fo a 






mnety لا‎ jest opportunities and Inevirapie 
Donfrontations. From these you obtain experience 
تاي اف العا لا‎ s re ate attributes, a tection of the 
game S prormisec open eno Siructure Random encounters consist of friendly 
The joy in Pirates of the Caribbean is to be found ships, hostile ships, multiple hostile ships, 
ESA sd مه‎ alaska مسل‎ cuui وي‎ n and even storms. During the latter, expect 
ha vanety of the alaments dellvered - sword tants and PM - : 
- to die if you haven't read the instructions 


Canon battles happily sit alongside contraband trade 
routa Imanacerment, Or TALANG, But ultirmate, 


none offer a tremendous amount of depth 





Five ten 


Tiger Woods PGA Iour 2004 


Format: Xbox (version tested), GC, PS2, PC  Pubishar Electronic Arts Developer In-house (EA Sports) Price £40 Release: Qut now 
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= nter the options screen, and switch off the music 
but be sure to disable your preconceptions along 


# incessant chart-Tuelled trum: Despite the 


tacade of sponsors and celebrity, this i& no sim 


x ul 


iB, however a crisp, clean and enioyable game 
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and Mano Gor. It adds an extra inertia lo your shots 


and successfully so; it genumelty ups tne saltistaction of 
nailing a pawerful swing. Spin can be added while the 
ball is in flight, and you can bash buttons tò boost your 
shot strength. This relaxed, ancade-like approach 
makes for something that's not so much about 
simulation, but more emulation: lating yo thwack the 


T4 UE UT = مر د‎ Hai ks 55 hl "d 
ball with all the verve of an expert, without the worry à 


Features unique to 2004 include an any homework. Fun, then, and lot 
elaborate face editing tool, and several | a oraceess update per se TEN k of 
hundred items of clothing to play dress-up Hi LT POE recor PVP وروت‎ hs 
with. The lack of online play, though, is à MH M nd ey سه‎ PIU دا‎ UIT RE شا‎ ES *" 
1 | ب‎ ESL ething that's not hugely different from Tiger Woods 


inexcusable (the PS2 version is, but 

only in the US while the Xbox Live service is 
affected by the current Mexican stand-off 
between EA and Microsoft) 


2003, making it a deeply worthy 





Previously in E115 

ou may be surprised to hear that the APG ‘SaGa 
Y series is one of Square Japan's most important, 
selling a staggering amount across four formats 
Surprised because, as far as the west is concerned, the 
garnes have only ever attracted scorn and poor sales 

With United, Square makes little effort to 

appease the traditional western RPG fan, abolishing 
any free-roaming and instead setting events on a series 
3f tum-based boardgames. Attack skills are attributed 
to weapon types rather than characters, so any one af 
your party, given enough time, can master any weapon 
You receive no experience in the game and frequently 
fights have no obvious benefits. New skills are simply 
triggered randomly during battles, resulting in the 
confusing hit and miss levelling up that so Infuriates 
attention dehicient westerners. 


You choose one of seven characters at the start of 


"i 
| 


tha 


u 


ame and, by completing mini-quests, advance the 
story at a faltenng staccato pace. Indeed, the manner 
of the execution makes for tough gaming but, 
paradoxically, it's tne exclusivity of the gameplay that 


will attract a few. Just don't expect the senes 


Japanese success to be mimored here. 


Edge rating Six ten 


Ubisoft's decision to release Island 
Thunder at a budget price point should 
be praised. The game might be little more 
than a mission pack, but that hasn't 
Stopped publishers in the past. And 
perhaps others (EA or Atari, for example) 
who use resprayed games to generate 
more profit might see some sense in 
doing similar. Or maybe not 
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Devalcopr: Sġuaresoft Pros: E40 


Format; PlayStation? Publisher Square Enix Release: Out Now (US), October 31 (UK) 





The game's hardcore credentials form 
part of the US marketing. with access to 
the official website gained only when 

you've answered the question: "Are you 
Chicken or Hardcore?" 
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Dighe Ubisoft Developer; Red Storm Entertainment Pro E20 Fass Out now 


A theory: if there ever comes a day when Edge 
dispenses win scores pemnanently, then tha 
motivation will not be whining from staff or readers, but 
by the evolution of gaming into unrankable online 
entertainment. See. Ghost Hecon- Sand Thunder is a 


predominantly oniime game. and though the game is 


excellent, the rules اه‎ and the sen often 5 
how entertaining vou find it depends entira 


circumstance that is all to en Gut of your control. tt 
depends on other people. 

stand Thunder is not, strictly speak ng, anew 
game. Dut a stand-alone collection of new missions 


and levers in the vein of the original Ghost A n 


single player game is short, mediocre and swift y 
conquered, Dutits online Tun that will draw most p 
and Ghost Recon: Island Thunder is 
exactly what 


eterans of the original would have 


iiu rtu 
Wal ite 


Which means mare maps, more people 
camping at Spawn points and more stupid online 
machismo. But also, with the riaht team, more fun. Find 
jt server and games can last all night, and the 


caveat emptor of human nature aside. endiess 


online paintball i& worth persevering with. 





rating Seven cut of ten 


Alter Echo 


Format: Xbox (version tested), PS2 Publisher THO  Deveopar:. Outrage Games Price £40 — Balesse: Out now 


| hile the plot of Alter Echo treads conservative 
ground, the morphning focus raises some 


= pu ae p E r z F um = x m im 
Interesting gameplay propositions. The planet is 
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4&3 
covered in malleabie sentient goo, and true control له‎ 
the environment could prove entertaining in a 

[x 


00 003: 59711 combat game. But Alter Echos iai Lia ls 
Cr PARIET " س‎ " Ll E es 
lermaforming la even more facile than Red Factions 


5 . 7۱ nn 
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Dena strasgnttorward pre-determined variants on 

ka lock puzzles which link short bursts of fighting. As 
wel as a sword-wielding primary state, you can morph 
nto two other forms: the thin-fast lizarc-like stealth 
mode, and the fat-slow big-qun mode. Each has three 
Desc attacks, and ils possible to produce creative 
zombos by switching seamlessly between the modes 
wore satisfying is the time dilaton element, which 


ficks the screen to a representative grid and allows you 


gui LLLA ۳ 8۷۲ اد‎ 


There's a fine line between graphic artistry 
and immaturity, and while Alter Echo makes 
an attempt at the former, it probably falls 
into the latter. The hues are creative 
enough, and the faux-naturelle structures 
suitably curled and alien but perhaps the 
real problem is that a world made from 
plastic would look as dull as it sounds 


pmo. T2 چ‎ c خي‎ - T prem ap oe 
Tun) Bac together in a Ove mimm-aceon 
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minigame. Again that’s so limited, and this is such à 
short game, over Quickly and offering no incentive to 
repay. There's litte thrill on the plot or its denouement 
ts not that Aller Echo is particulary bad atf anything it 
does, just that It ia woefully timid when it comes 


lo executing some nam-decent 15 








XGRA: Extreme-G Racing Association 


here's one really good thing about XGRA = it's all 
T over very quickly. Not once did Edge have to re- 
race any of the championships and by the end of Ir (cue 
inspeakably poor cut-scene) we stiflad à yawn and 
ipoked forward to something better. God that's cynical, 
bul i's also accurate. Acciaim's latest manages to tick 
all the required futuristic race sim boxes, except ine 
one tied memorapDie 
"hac no denying the game has apaadi; nit severa 

speed -burst arrows in succession and the scenery cups 
past at a distressing rate. Grace, however, is something 
this game lacks. Under steering the vehicles twitch 
erratically making it nearly impossible to perform à 
smooth turning arc into a comer Weapons are similarly 
unbalanced — why fire paltry missiles when you can 
Meo TI. d wait for the Deathstrike pickup ensuring an instant kill 


There's some great course design and pleasant 
The tracks are wonderfully twisty and turny 
but the handling model is not sophisticated 
enough to allow smooth, accurate turning. 
The speed blur effect (right) looks 
spectacular but it punishes the player for 


doing well by obscuring the road ahead 


tunes to accompany the racing but it's 11 
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vant from a futuristic racer, DUI in terms اه‎ balance 
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satisfaction and challenge, this can only be 


damned by the word ‘average 











retrotest 


Golden Axe 


Edge takes a fresh look at a seminal game classic from yesteryear 





i hile it's excusable to equate Sega WIRE | Jil T Bui i | TA 1 ‘VT TI 1 1 
to racing games, the company has A ۱ ge AN ١ Il 
much to offer for those inclined to TR ibl Mi ۱۸ 1 M | ll 
employ their joystick skills more | Mt jt 8: : TIE ۱ J tat : AM "Jl 
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Beast, the predictable decision to 
develop à sequel hasn't followed and 
instead we have an entirely new title. 

A cursory glance at Golden Axe 
shows that Sega has upped the ante 
considerably, graphical beauty and a 
wide colour palette being obvious 
strengths. The pseudo-fantastical setting 
sees you pick from three combatants (a 
dwarf, barbarian or Amazon) and as with 
most scrolling beat'em ups, each has 
advantages — the former tougher, the | hon MES Wy. Ae VoL ١ 
latter blessed with greater magic power. ory CN TORS ce p f D او‎ sett 87 í y» (ir. - 

Diving into the fray offers a welcome HU aan په‎ gE ET 
formula, the action coming thick and fast. Retire i Este def Oe nies رن‎ isl WISH at sig a Dh Mtf d» "n 
ingeniously, the standard attack a c ي-‎ 
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manoeuvre is accompanied by several 
combos that incorporate the run or jump 
function, namely barges, flying kicks and 
falling strikes. These add substantial 
depth, giving you a choice of how to 
defend (or indeed, attack) when 
confronted by multiple foes. Choosing to 
play with one or two friends offer some 
degree of strategy, too, as the three 
characters make for a formidable team. 
The innovation doesn't stop there: 
Sega has included a magic system that 







Progress is tairty straightforward during the early 
sectors but expect a swift upturn in the difficulty 








can be built up by collecting dropped dte level later on — screens of monsters prove tough 
pots from passing imps. The more the iun 1 " —— paga E = he 0# gat 
gauge is filled, the more devastating the forcing persistent opponents over terrain 

result once the force is unleashed. Either edges is an amusing solution to the problem 
way, every magical strike makes for | 

grand viewing, as huge swathes of colour 1 - APR TU! ملول‎ 

and light sweep across the screen, Pise zi HAS i fidt anui E SERER — 

obliterating all in their paths. Learning TACIE] 

when to unleash magic becomes meme] Ena وو‎ 1 


important, especially against some of the 
larger bosses lurking at the end of levels. 
Unfortunately, it's equally possible to lose 
precious health or magic tokens while the 
party sleeps between stages, as the imps 
attempt to retrieve their lost goods. 

It's hard to argue with Golden Axe's 
charms and although the gameplay holds 
fewer and fewer surprises as it advances, 
playing as Sega intended — short and 
sharp - is no bad way to part with ten 
pence. Just keep some on hand 
tor those inevitable continues. E 





Edge rating: Seven out of ten 
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Riding captured enemy mounts is a 
choice way to even the odds (top). 
Magic spells increase in power relative 
to the amount of potion pick-ups 





Retrospective 


With numerous incamations over 
several years and platforms, Golden 
Axe remains a trend-setter as far as the 
scrolling beat 'em up is concerned. 
play as well as several gameplay 
innovations - nding the enemy's 
steeds, for example - makes for an 
Sega's arcade heyday. Rudimentary by 
today's standards, certainly, but to 
was the perfect argument to pick 
Sega over Mintendo. 
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Grianal formar. Atari 26 2800 1 
Publisher Activision 

Developer: David Crane 
agin} us i 
Original release date 1982 
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an entire game, complete with 


graphics, gameplay, sound effects 
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The making of... 


all 


Before Lara had even developed habits of a raiding nature, one man created an exploration 
game that revolutionised the action adventure and crammed a whole lot of game into a 


ridiculously small amount of space. This month Edge unearths a real gaming treasure... 
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until the mouth opened and closed 
again before moving on. But once you 
got really good you could sail non- 
stop across them by exactly aiming 
your landing to hit the forehead of the 
first alligator and immediately jumping 


again to the next one,” 


Creating this enjoyable sequence 


in the game required a small 
programming tweak. In the onginal 
design of the game, to jump from one 


aligator head to the other the player 


ad to move the joystick and jump at 


exactly the same time. “Thes proved to 
be almost impossible to play. So | 
changed the code to allow you lo 
direct Harry's jump to the side 

moved the joystick within a small 
instant from the time you pressed tne 
button to jump. From a programming 
standpoint this was a tiny change, but 
it changed the gameplay trom nearly 


impossible to an easily learned skill." It 


st programming superstars 
members strona, spruncd LIF 


a sold $50m wholesale 


was this design decision, and many 
others influenced by other 
programmers, that made Activision 
games such as Pitfall! so much Tun. "I 


was all in the tiny detalls,” says Crane. 


“The world of Pitfall Harry is a 


circular path 254 screens in 
circumference. The game ROM 
contains only 4KD of memory, 50 there 
isn t enougn memory to hoid 57 
Hary s graphic frames and the 
definitions for 254 screens. | solved 
this problem on Pitfall! by creating an 
algonthm that defined every screen 
mathematically. The actual definition of 


the entire world took less than 





era we said we spent 90 per cent of 
our time writing the last ten per cent of 


the Ge ame " 


'Haiders of the Lost Ark’, which was 


release] 15481. influenced the 
deson ol Fai! Gul There wes 
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the presence ol the swinging vines 
But not so obvious were the 
introductions of the alligators. 1 
remembered from deep in my 
childhood a pair of cartoon characters 


[1] 


Crane became one o 


Pitfall clubs. thousands of 


everywhere and the gan 


(Magpies) called Heckle and Jekyll. 
They had a sequence during which 
they would run across the heads of 
alligators, barely escaping the jaws. | 
thought that wouid make Tor an 


interesting sequence in the game.” 


Jaws of death 
Leaning across alligator heads turned 
out to be Crane's favourite aspect of 
the game. "The first time you crossed 
the alligators you did so by carefully 
waiting for the mouths to cose, 
lumping onto the closed mouth, 
tapping the joystick to move over to 


stand on the forehead, and wating 





videogames of the late- "70s, there 


were very few attempts at animated 


figures In Games You controsed tanks, 


jet planes, Pong paddles, etc, 
because the limited number of display 
pixels severely restricted the creation 
of smooth animation. | had developed 
a realistic-iookina human character ir 
5379 before | had a game idea thal 


needed one. The difficulty was coming 


as a "cops and robbers' game, but it 


"didn't work and was therefore shelved. 


The running man 


n 1982, while he was 6 


games, Crane finally decided he would 


figure out a game for the ‘little running 
man.’ “| sat down with à blank sheet 
of paper and drew a Stick figure in the 
centre. | said, "Okay, | have a little 
running man and lets put him on a 
path' (two more lines drawn on the 
paper). “Where is the paih? Let's put ۹ 
in a jungle (draw some trees). “Why is 
he running?" (draw treasures to 
Collect, enemies to avoid, etc). And 
Pitfall! was born.” The man became 
known as Pitfall Harry. “This entire 
process took about ten minutes. 
About 1,000 hours of programming 


later, the game was complete. In that 





Over 60 games later, David Crane is still producing 
titles and still as enthusiastic as ever about the 
state of the videogame industry and its future 
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the making of 





ACTIVisioN 


PITFALL 


VIDEO GAME CARTRIDGE 


es ee و وو‎ 


FOR USE WITH THE 
ATARI’ VIDEO COMPUTER SYSTEM 





Versions and updates of Pitfall! have appeared on 
practically every home system ever released. The 
latest, Pitfall Harry, will be out on Xbox, GC and PS2 


‘Video Game Update’, "Video Heview 


and 'Gomputer Entertainer 
Thirty years of game programming 
and 60 games later, Crane still can" 
stop. in 15, Crane founded 
Skyworks Technologies 
(wwWww.Skyworks 
creates advergemes, m 


wenpsites that use spon 


videogames to pass راق‎ a 


advertising message. Instead 
e rr p 1 F — =, 
OOKIna to The 0 es Ww 
0 ar r = = 
required 10-20 people 3 
ears tO deve 3 ge € 
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"e 
Pt Sn; uw | = = اه‎ 
amen Gay. ۷۷۱۱۵۱5 7۲ Crane is asked tE 


pinipoint his Tavounte game, he always 
responds, “It's the one I'm 


rm 


working on rignt now." 









ACI SIO mH 


You could argue that Pitfall! was one of the major influences behind the classic coin-op Hunchback, which 
was released the following year. You could also argue that both were classics in their own right... 


objects went in if they were easily 
recognisabie and didnt eat up too 
much memory. For example, Crane 
successtully drew a coiled snake, but 
wouldn t even attempt a whirlpool. It 
would be far too complicated. “Each 
thing you see in there was the result of 


a lot o! work to determine whetner or 


f =, = غار‎ tall Anal 1 Wiis WAT C: 
put t = jane nere was د‎ lor 
ra mud oer 
CH ۸ ایا یا‎ 


Game of the year 
n 1979, Crane and some fellow 
programmers left Atari to create their 
»wn company, Activision. They 
wanted to continue à esigning Games 
Tor tne 2600, but were tired of the iack 
of credit Atar gave its programmers. 
Activision decided that its sales model 
tor games would pe like that of book 
sales and so they marketed both the 
title and the author. Each game 
included the name and a photo of the 
designer. If gamers liked a particular 
developer's game they would eagery 
Seek out thé next game he created 
The model proved successful 


Crane became one of the first game 


curry. IS AES. Ci eure DH -| مرح‎ 
programmimq superstars. ANAK GUDS 
d 3 : 

د لس سه وه : " r m‏ 
پا ظا الات usancds of members strong,‏ 

ip everywhere. The game sold 7 
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thousands of Tan mail, and was came 


jf the year in 'B2, spending 64 weeks 
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board charts as the number 
one selling game. The game spawned 
a sequel and a Saturday moming 
animated series and in both 1983 and 
1984, Crane was named Designer of 


the Year by the American magazines 


i worked as a shortcut You would 

travel three screens underground for 

every one screen above ground, But 
A, z 

the shortcuts weren't without risk as 

Pals subterranean world was 

ittered with scorpions. Crane liked the 


اه ی 


som Detween the two worlds so much 


mat he forced the player to go below 


ground to collect all the treasures. "It's 
iis kind of tweaking that raises à 
Gam = TOT TSU ril he 341 y 
Flicker-free Harry 

Cram too much action into a 260 


game and characters start to ficker ft 
ARS oie ri 1 L2] se Tin an Bm j= 
Game was translated for home use 


T! 


or example, Pac-Man has 
abyects — four ghosts and one Pac 
Man. The 2600 could only display twc 
objects. Such a forced conversion To 
the 2600 guaranteed filcker. 

During the early days of Activision 
all ther games were original concepts, 
not home versions of arcade games 
Developers were not forced into 


situations where they Nad to create a 


certain type of game to fit within the 
2000's fixed platform. By not forcing 


be, — or | o - = ETT. em. 
Inemselvyes into a corner early on, 


' 
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game where peope don t reae now 
im et صا‎ mu rir 5 ino B 1 
mied me macmne is, says Lane 


To create enemies Crane played a 


Gente balance between what could be 


drawn by the machine and visually 
nterpreted by the player. Drawing 


cnaracters on à piece of paper, 
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industry, the rise of the emulation scene, 
ac 


in-cheek reportage contained a 


Examining gaming history from Edge's perspective, five years ago this month 


the arc 
designs of the Nuon. ECTS 1998 
t There's 


and the gran 
also warranted a mention, and Qu 
Increasingly tongue- 
two page spotlight on Sony's show party, complete 
with industry digs and in-jokes... you had to be 
there, really. Edge also saw the trade show as an 
opportunity to gather six of the industry's leading 

"| think 
iealthy we wouldn't be 


lights together for the second year Îna row. 
If we all wanted to be really v 


here are plenty of 
Well. the 


doing this," claimed Jez San 
2 سي حا‎ = " 
easier ways to make a living 


dotcom boom was just around the corner. 


EDGE #129 


“Some day all magazi 
way... ran a singie page advert for Tuturegamer.com 
on page 81 of E64. Discounting the fact Tor a 
moment that the futuregamer.com domain is long 
expired, a 
really damaged the circulations of publications 


nes will be made this 


ud that i tnus fan the nternat has only 


substantially more adult than this one, Edge hopes 
that day never comes. It'd miss the cover stock, for 


a start. EbA s was silver-backed card, promoting - 
wait for it — Silver, subject of a feature with the too- 
not gold". 

There was a lot more inside tha card covers 
though, including short features on the decline of 


srnart-titie, “All that glitters is 


"The Bie of ft th Edge has heard indicates a worrying similarity tà 
mid-'BDs sot metal ime مول‎ rustie of letters from Whitesnake fans is 
already in the ar) — Edge indulges in some big-hair baiting with its 
Somme ts چی‎ the Sore Adventure soundtrack 


"That's it. You played it for 30 tortucus hours and than one of the main 
characters popped her cings and Î wes bed " Peter Molyneux sums 


ot ee کیټ‎ 
Ip Vx STOO) appeal 


Metal Gear Solid (PS, TOE Grand Prix L oe IPC, O10; 
Parasite Eve (PS, 6/101 Spyro th 
MaciEw! (PS, 7/105 Duke Nukerm 
6/101: The Unholy War (PS, 61 


En (FPS يش‎ V2000 (PC, 8/10); 
hid Gunbar (P5, 
مځ‎ Seat Assassins (PS, 7/10] 











| 1 
ددم ووو سي ووس بیو اعرنسو ووس cum‏ وم رې ۹ H-‏ 
دد ووو e t‏ لص gm‏ ووو« as‏ 
Vara‏ وای a‏ 


Metal Gear Solid, from the 
sublime... 2. ...to the 
ridiculous: Pen Pen Triceion 

1. Oh, and to the ludicrous: 
Project X's prototype pad 

Konami's Dance Dance 
Revolution: “A sight to 
behold," says Edge 5. Bruce 
Lee's daughter Shannon, at 
ECTS to promote Tekken 3 

Carmageddon, when gore 
meant red pixel splooshes 

Well, she's hardly Milla 
Jovovich, but ECTS is hardly 
Hollywood 8. Part of the 
Edge entity back in '88 gets 
a littla hot under the collar 

Sensible's Sex, Drugs and 
Rock and Roll, *a point and 
click adventure for the 
mature market" 10, Sega's 
Ocean Hunter: the sharks 
get smart on a Model 3 
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| Letters, Edge, 30 Monmouth Street, Bath BA1 ۷ 
| Or email (stating ‘Inbox’ in the message header): 


EA Games, the largest thirdparty publisher in the 
world: 1. | think that speaks volumes. 
Alec Weldon 


What's all this shunning Half-Life, eh? Now, 
| know that personal opinion counts for everything, 
which is why | shan't criticise you for not giving the 
game the 10/10 it deserved back in 1998. But 
surely it deserved a place in the Top 100. Half-Life 
is still the single greatest emotional experience I've 
ever had playing a videogame, and let's not forget 
that it totally revolutionised PC gaming, the way 
Doom had done five years before. Like | say, it's all 
to do with one's own opinion, but still, if it's not the 
‘Citizen Kane’ of games, then it's got to be the 
‘Godfather’. Or maybe ‘Star Wars’. 
David T Heslop 


| have just finished reading the Ten Top Tens 
and on the whole | agreed with the majority of your 
choices, but | do have a few gripes. Where is 
Metropolis Street Racer, for instance? It hasn't 
eyen been included as a finalist. The Final Fantasy 
series is similarly noticeable only by Its absence, 
represented only by Final Fantasy Tactics, which, il 
memory serves me correctly, was never actually 
released in the UK. | was hoping please for an 
explanation as to why you saw fit to leave these 
out of the list and yet include such average 
pretenders as Phantasy Star Online and F-Zero GX 
Kimahri ronso 





As a relative newcomer to your magazine | 
turned eagerly to your Ten Top Tens feature, 
awaiting with great anticipation your thoughts on 
my favourite genre, the adventure game. But my 
excitement turned to horror as | discovered that 
your selection somehow managed to overlook 
almost every single one of my favourites, 
despite the fact that they are all generally 
perceived to be classics. 

There isn't a single game trom LucasArts, the 
company perceived by most to be the most 
important adventure game creator in the world, 


Communicate by post: 


edgeGfuturenet.co.uk 


have more or less picked themselves. No doubt 
the originality of Rhythm Action games was what 
swung it for you, but | think five games from this 
category would have been enough. 

On a separate issue, how can you justify the 
fact that half of these games come from the last 
three years? This seems a little short sighted, 
which is something ! would not have expected 
from Edge. A case in point is the inclusion of 
Resident Evil D, rather than the classic 1996 
onginal to which it is heavily indebted. You seem to 
suggest that the most important thing is how a 
game plays today, and not how significant it was 
upon release. The original game created an entirely 
graphics. Take your pick. 

Finally, what are Viewtiful Joe and F-Zero GX 
doing in there? As you point out in the reviews, 
thay were both released very recently. How can 
you be objective about a game's merits without the 
benefit of hindsight? | suppose if you'd compiled a 
list five years ago, Turok 2 would have featured 
prominently, but time has not been kind to it. For 


this reason it would surely rake sense to suspend 


judgement on these games. 
Gavin Woodworth 


Great tO See some of the classics in the 
latest issue. Super Mario Kart, Street Fighter Il 


Turbo, Warcraft Il; all good stuff, But, | must 


express my criticism for your exclusion of what is 


probably one of, if not the most defining platform 
gama in history. Jet Set Willy (or it's predecessor 
Manic Miner). Cast your minds back to the 
wonders of the mighty Spectrum, and the joys 
of such games as Jet Pack, Sabrewulf and Halls 
of the Things! Surely your ranking must take in to 
account not only enjoyability of play but also the 
impact on the gaming industry as well. 

Alex O'Brien 


Number of games in Edge best games 
of ail time list; 100. Number in that list published by 





| am quite sure that | will not be alone in 
asking you why you decided to leave Doom out of 
your top 100. You found room for, among others, 
Gunstar Heroes, which is obviously a personal 
favourite of Edge's - but is it one of the top 100 
games of all time? Are you honestly saying that 
from the whole history of videogaming Gunstar 
Heroes is going to be remembered more fondly 
than Doom by the majority of people? 

Doom has given us so much more than Gunstar 
Heroes, which is just another example of a 
competent side-scroller — certainly not ground- 
or Ware wos وسم‎ SD 
seat the FPS O onto our screens; 
leading to vanous advances in gaming 

If your list had been simply "Edge's 100 
Favourite Games’ then | would have no cause for 
complaint, but according to page 65 of issue 128, 
you have tried to "determine the best games of all 
time," This must surely include Doom. To say 
otherwise ı5 to be typically pig-headed. and frankly 
it's this arrogance that infuriates many readers, — 
myself included. 

Ted Forsyth 


| enjoyed reading your 100 best games 
feature, and seeing how it compared with the one 
in B80, but it seems to me that your decision to 
'oehorn the games into groups of ten by genre 
J more problems than it solved. 
1 , your assertion that the term FPS is 
unit may be true, but this leads you to 







same type of game, which seems a bit of a stretch. 
in addition, your decision to effectively lump two 
genres together has lêd to the omission of some 
terrific FPS games, most notably Deus Ex, Half-Life 
In contrast, your decision to include Rhythm 
Action as a full category is baffling. This genre has 
a very short history, and boasts a tiny number of 
games, sugaesting that the ten entries here must 


| “Number of games in Edge's best games of all 
time list: 100. Number in that list published by EA, 
the largest thirdparty publisher in the world: 1” 
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ı WHSmith in the airport ات‎ a outward 


oumey and it did something special; it kept me 


reading. Even though | had my Game Boy with me 

on the plane and | just Kept reading. In fact, | think 

| read the whole issue twice, because the depth ol 
e writing and the level of technicality presented 

! d expenenced 
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especially tor The Getaway - the last 
jame | worked on). 

So then, Happy Birhday Edge and have 
great next ten years... you bastarcds! 


Max Harvey 


l've never 


k k rm 


probably because 


written to Edge beore, 
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raven t had anything‏ 


a 


teresting to say. And | still don't So I'll iust settle 


of the marry readers that wi 


tn 


with being on 
inevitably write in this month to congratulate you 
on your tenth birthday 


Thanks for making me grin uncontroltabiy from 
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you can guarantee I'll still be smiling on your 20th 
Thanks. 


James Marijeanne 


Edge would simply like to thank the many readers 
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| was interested to read the Edge 


The omission of Deus Ex from Edge's shortlist of 
finalists was due to a typo, but there wasn't 
enough unanimity for it to make It into the top 100 


backlash (how ironic) or c) a very unfunny jc 

| am sorry to be part of the backlash that | am 
لاد‎ will receive over what, on the whole, was 
a very interesting set of choices. 


Jude Salmon 
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inclusion of particular bugbears. But the lis 171 
Games presented last issue were drawn up 


according to a very simple set of criteria. They 
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the games that did make the final list (although we 
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Halo (Or example), the main activity is the‏ 


3ccpuisition and elimination of enemy targets. Still, 


all such feedback was positively received, 


Has it really been this long? Ten years ago, | 
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Enfield's character, Kevin). | picked up Edge 1 


UI - 8 d مسب‎ ۳ D = = = 
ang y dm & Mar oot nominated. vynat about 
رپوا‎ FH Tha Tee ac it idani و سي‎ 
Ley LT ne ۱8153125 or ine our Monkey Sard 


games? The series is perhaps the most loved ang 
celebrated series of adventures ever created, and 
you didnt even aive one of them a nomination! 


My favourite game of all time, Grim Fandango 


also faled to get a mention. | fail to see how you 
can justify including an action game like 31A: Vice 
Dity in your list, a game that arguably doesn't have 
a Sngie puzzle, and totally ignore the classi 

games that are regarded by most people to be the 


very games that define what an adventure game is. 


Vassili Christodoulou 
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shooters that surpass them totally. Ano nere 


comes the name that you have expected to hear 
since you started this paragraph: Hadiant 
Silvergun. In no way, shape or form is karuga 
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truly hope inal the omission of Svergun was 


einer a) a typo, b) an attempt to spark a far DOY 


“In no way, shape or form is Ikaruga better than Silvergun. | 
hope that its omission was either a) a typo, b) an attempt 
to spark a fanboy backlash or c) a very unfunny joke” 
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The issue of whether or not to have revieW scores 
refuses to go away. But it's (again) worth noting 
that a score of ten does not equate to perfection 


reviews in magazines dealing with other media, the 
score at the end is simply one of recommendation 
within the genre. Yet we still see review scores In 
gaming mags as a guide to perfection; not of 
recommendation. Wa need to set the record 
straight now. People need to stop whinging about 
why games like Halo and Gran Turismo get a score 
of ten. For me, a review score of ten means thal 
even someone who detests the genre will probably 
get a kick out of the game, and that's all. 

Joe Law 


Scores in reviews seems to be a highly 
emotive subject, given the continuing discussion tt 
attracts, with some preferring to read the review 
and make their own assessment, and speaking ou 
quite vocally and quite compellingly, 

What | think those people are overlooking, 
though, is that most people read reviews with one 
question burning in their minds. A single question 
that is the whole focus of the entire mag, in fact: 
"Is this any good than?" 

Without that magic digit at the end. the reviewe 
is ducking the responsibility of providing an 
answer — endangenng the relevancy of the whole 
process. When | read a review | want to know 
about the highs and lows, and how they feed into 
the experience of playing the game or watching th 
movie or listaning to the music, 

Reviewers must have the courage of their 
convictions, to be able to get to the bottom line 
and make a clear and definitive statement about 
the quality of a game. There is no room to wriggle 
or weasle out of a single number; it is a firm and 
Clear qualitative assessment - and one that throws 
ta rest of the review into the proper context. 

It ې‎ invaluable. 

lain Howe 

If there's one debate that has been consistently 
aired over Edge's ten year history, it's the review 
score debate. Review scores are currently set to 
stay. IF that changes, rest assured, there will — 
De plenty of warning. 





unnoticed by the testers. 

some bugs such as the TimesSpiitters2 tootfalls, 
will almost certainly have been noticed at an early 
stage by a keen tester, and assigned an 
Importance by a producer. As the project 
progresses, the tester will become sick of 
discovenng that an apparently simple issue such as 
this has still not been addressed. Sadly though, it 
is often touches like the SFX for footfalls that are 
crucial to the quality feel of a game, which are 
implemented last. And as such they are tne first to 
be brushed aside in order to finish on time. 

Testers have been known to take furniture to 
joypad in violent fits of sleep-deprived rage upon 
discovering a bug has been signed off by a 
producer whose main concem is a concrete 
shipping date. If a game doesn't crash, then once 
the deadlines start banging on the door, bugs will 
be renamed as ‘features’ or simply ignored in order 
16 make a street date. 

These are the most frustrating bugs to discover 
and rediscover week after week. These are bugs 
which go some way to creating the recent feelings 
expressed in Edge àbout the lack of interest in 
new games. These are bugs which prevent a good 
game becoming great. These are the bugs which 
testers joined the industry to eradicate, and they 
find thamselves to be powerless. They aren't daft, 
they are simply not trusted or listened to when 
financial nsk or deadlines come into play. 

Adam Taylor 


After reading the Perfect Ten article in 
E128, | started thinking about why people still 
regard a score at the end of review as a sign of 
how close to perfection a game is? You're right to 
say that a 10/10 review isn't indicative of 
perfection, because advances in technology will 
always make it possible to improve the gaming 
experience. But as far as |'m concerned, this view 
does not go far enough. 

As Ed Bartlett says, it is impossible to make a 
perfect game, This is just as true as it is with any 
othar form of art. We all know it, When we see 


presents Equip: PC edition, but wondered if you 
were aware of a strange mutant creation on page 
101? It refers to a certain ‘Jerome Ansell’ as lead 
programmer on Rome: Total War. Now there is 
myself on the one hand, Jerome Grasdyke, and | 
am indeed lead programmer on Rome, and then 
there is Tim Ansell, who is The Creative Assembly's 
managing director. | was tempted to shout "it's 
alive!", but that would be a flagrant untruth as I've 
never seen this curious hall-breed wandering the 
corridors at CA. No such person exists. So 
hopefully this sets the record straight. 

Jerome Grasdyke, Lead Programmer 

The Creative Assembly 


Oops. Sorry 


A Metroid score of 214 on Wano Ware? 
Be honest Edge, did you use a GBA Player anda 
turbo button? 


Edge wouid like to make it clear that Edge's 
Vietrord score was performed without any 
mechanical assistance, or indeed under the 


influence of any stimulant stronger than caffeine. 


With reference to Jake Michie's letter in 
E128, | have to stand up and give some support to 
testers. Although the tone of his letter was 
questioning rather than accusatory, it does 
highlight a common misconception that testers 

are daft. 

Until recently | worked as a tester for a very 
large (onginally European) publisher, and have 
worked on a great many games. A couple of these 
games were instant number-one sellers despite 
carrying serious flaws (as Jake and many buyers 
would define them). 

When you consider that testers will wark on a 
single game for months and months, guiding 5 
progress through to gold disc stage, you will 
hopefully understand that there are very few 
in released games which have gone 


" lesters have been known to take furniture to joypad in violet 
fits of sleep-deprived rage upon discovering a bug has been 
signed off by a producer only concerned with a shipping date 
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